THE ONE 




PREVIEWED: King of Thie. 
All Terrain Racing • The t 
TIPPED: Benefactor • Vail 
Out To Lunch • James PBtib - 

THE BEST DEAAOS 
— YET AGAIN! 

Renegade's 91%-rated RUFF 'AT TUMBLE! 
System 3's 90%-rated PUTTY SQUAD! 
Core Design's brilliant DRAGONSTONE! 



_ 




JIMMY WHITE 
LURE OF TEMPTRESS 
DUNE 




PGA GOLF. INDY 500 
ADVANTAGE TENNIS 
& EURO CHAMPS 92 




THE GREATEST 

16.99 



THEME PARK 

22.99 



ARCADE POOL 

CD32 9.99 AM 6.99 



MIRED GUNS 

11.99 



PREMIER MANAGER 1 

7.99 



SPORTS MASTERS 

13.99 



BENEATH STEEL SKY 

22.49 



SENSIBLE INT'L 

14.99 



TRIVIAL PURSUIT 

CD32 19.99 



imfOMTMNt - MEAS1 NOTt 

NOP = wm not work on A500 
N», 4600 or A} 200 
NOU ■ will not work on A1200 
I MfC i requires I MB of MM 
• :NfWlfem 

AMIGA A1200 VERSION GAMES 

ISM 
KM 



:lass< 



iTiiMB*'" 

Jt*i S'HiKi EAGIE ; 



i MEGl INOI 



HuB teamyankEE,i 
COMB*' CLASSICS 3 

SilENT SERVICE J '19 STtALIH 

FIGHTER. PAClFC ffllANOl P MEGl 
COOL SPOT 

CRASH DUMWESttMEGl 

CIWSE FOR A CORPSE -.- 

Cu**5£ C» EHGHAN'AllMEGi 

D-DAY iPJFHiESSJaNSH MEGi 
DARKS EX 0i 



*JP RLICKSVI 2 

a.'tfiftREED "QWfcR «SS*--.'' 
A^'ENBRfED? 

banshee- 

body blows 

BRUTAL IDO'BAll DELUXE 

BUMP N BURN • . — — 

CAP'lvf 3 UBEWTON 
UhaOS ENIVNE 
C VMS* "ON *Q* 
ral> 

gunship • - 

Ht uuail J BANE D" A3GARO 

iLIKOSSiBlEMiSSON 
iShAR 3 LEGIONS OF CHAOS 



i MEGi 

iura 

DOGFIGHT (1 Mtm 

MMONIItM • 



WW 

TS» 

II n 

3149 

i< *« 

14 99 



MM 
1I9« 
HI 
rot* 

row 

IBM 
»B99 

a*» 

3149 



LEAGUE EDITION- 
WORLD CvP EDITION 



.awes pong j -operatic*, starfish i»» 

>_|RASSC PARK 
KICK OFF SUMMO) 
• IE' -IOOUB* 

kinqpin- 
wigh'v max - 
oh ihi bal. 
on the ball 

out to lunch . 
planet football* 
rydercup 
sabre team 
■.won "he sorcerer 

SKELETON KREW- . . 
SOCCER "III 
STAR IKE* - m» ANN 
. H*RG DRIVE ONLY} 
ThEME PARR 
UfO • CNEHV UMKMOWM 
ffMLf INTERNATIONAL SOCCER 

AMIGA GAMES 

FOR OUR FULL SELECTION OF AM.&A 

□AMES "VEA.SE AS* FOP A FREE 

16- PAGE COLOUR CATALOGUE 
A '■Alt 1 1 MEGi ■? 
air BUCKS VI 3 
iltll 

AUEM BREED ; I 

APlQVA 



DREAMLANPS 

I'RANSARTICA 5' CRM MASTER 

iShari ■ MEG 

DUKE I) "I ■ . 

dune ; Smi FOR MMMMP MfO)l'tl 

OL.NGEON MASTER 3 ( l «*EG| - 
OVNA BLASTERS (NOIJl 

ElFMANlA 1 1 MEGI *im . 
ELITE J |FT»ONT<Rl(l MtGl 

EMPIRE SOCCER I < MEG) . .. - 
!,A*GPf anchampvjnS MEGi 
EVE OF ThE BE HOUJER ■ > MEG 
E 'E OF THE BE HOLDER i ■ I MEGl 



i«V9 



33 

i BUB 
**■ 

i§vv 
tats 

1349 



■ w 

'» B9 
JO 48 

■ ■ 

l«4i 
«40 
It 4* 
l«W 

;4 49 

1944 

W4B 
«»9 
2J 49 

• M9 



ft MMJMQIl MEGl 
F117A STEALTH ROHITOMII MM) I'W 
FN STEAi'H FIGHTER W| J W 

'if LOS OF GlORT l' MEGl • » *9 

<»• ihTfRIM'OlU, iOCCimi w(0..-l« « 
WtTWMM< MIGAlOMWiiWUl U99 

' LAIHHOI 1 1 MtGi MM 

«LV-tAROEn *99 
'D«WA I ORANOORI* 

amm* iimmi »« 

•jflAl .- 

GRAHAM GOOCH DATA DISK l?W 

GRAHAM GOOCt WOLO CLASS CFtCtET ■ 

TEBT MATCH SltClAl (I MEG» • » 

GUWSMiO MM i« MEG> . .. . . W«9 
"1 UD*U J B*"E O* ASGARO (I MEOl 40 



KROCt-ti' J 
HMEDOUNSd Midi . 



MEQ) 



AnOCAi 'RSt M MEG: 
• "Alll'N F0GHTS 

AftCAOE POOL 1 1 M(0| 

ARCHER MACLEANS FOOL 
ASSASSIN HMM 
AWARD WINNERS GOLD 
iUt<5iaiE BOCCfR fi'TE 
WHITES SNOORf R IOOLI (I MEG) 

MEGl 



-• H 
1741 
*« 
IA99 
9 49 
• 99 



HISTOR'LPIE 19'4 MEGl 

-oo«. 

iMHO«iec( MiSSOtt II MEG. ■ 
INDIANA JONES / ACTiCi 

( F«IEOI aTlANTIEI 

IttCiAMAJWf^ ACTIO* 

INDIANA JONES FATE O* ATLANTIS 

All VENTURE il MEGl 

INHOCEMTilMEGi ■ 

iSHAR 3 LEGIONS OF CHAOS o MEGl 
iSHAR Ml MEGi 
JET STRIKE 

,iMMv M9THS W<0O«ER iNOl Jl , 

jIM'ERiMSCHOlvS' 
JOHN MAOOEN5 (U Si FOOTBALL 



IB I 
1199 



maKmjxnow 

NlPRON SAFES P MEOI . „ 
ON TK BALL ■ 
.L* 1 , [ FIJI' ON i' XL.- 

AORLD CUP EDITION (1 WEOi • 

overdrive (i mm 

PATHICIANll MEGl 
PPIBAIL DOUBLE PAD" B MEGl 

iPINBALL DREAMS » FANTASIESl 

PINBAU DflEAMSjl MEOI 
PINBALL FANTASIES 
P«*UEl'M(Ol- 

police Quest i 

POLICE OUCST J il MEGf • 

POPULOUS ! •' MEG) - Challenge 

POWERMONGER • WWl OATA<NO<B 
■HMBJ MANAGEP |l MEOI . 
on(«»n MANAGER ><' MEGl 

PFOJEC > ;5RICI4J. EL>"C. ii MEG. 

RAILROAD TYCOON 1 1 MEGl iNOPl 

RAINBOW COllECTON 

isjihiI ■iOf^J-E hainKM ILAM3I 

NEW ZEALAND STORK iNOPl 

REACH FOR THE SKIES -. 

REALMS tl MEGl 

ROACI RASH 

IIO*^Cf4S RKJ_'UJ.-U«5i 

ROR"ESDF9FT 

RUGBV lEAOUE COACH (l MEG) • 

1AJW TEAM 

SCRABBLE (US OOLDI 
SECOND SAMURAI .1 MEGl iiVO'lfl 
SECRET qi wO/i*.E* ilAND i MEGi 
3ECR£T OF MONAE" SLANT) I . I MEQ' 

SENSIBLE SOCCER I 919 J SEASON > 

SETtSiB-E SOCCER -NTERNATH3NAL 
El>ION(1 MEGl . . . .. 

SETTLERS 

ShAOOWORLDS 1N0'» 

LiiERRA SOCCER 

.WORLD CUP EDITONJ 1 1 «AEO) 
Silent service ? ti meo> 
sim cirv deluxe 
awonY FUTURE GIFS i 

TFRRA4U EDITOR! 



•9 49 
14 98 
ISM 



999 

row 

«o w 
ma 

!?S 

12 49 
ISM 

2?4B 

1149 

rm 



10 99 

1199 
IB 49 
1349 

It 



H *'i 



hUAVMER 

par RUGB* lEAGUE 11 MEGl 

WILPCUF &0CL'£l' '* MEG ' • 
WING COMMANDER 1 H MEGl 

WINTER OLVMPICS 

miruz 

WIZ KID 

WORLD CU* USA 94(1 MEGl' 
WORLD CUP VEAR 9* 

iGOAL C»AMP«NSHIP MANAGER 94 
DATA OISK.S'RWE" 

SENMLE SOCCER) P MEG) 

WWF WRESTLING I H MEQ> 

ZOOLII MEGl 

/OOUli MtGi 



1799 

?i« 

10.99 



JO 99 

•» 
■ 99 

■I H 



M*9 S*">i 'HE SORCEREH I I MEOI 
MD WAR'S-. 1 MEG. 

CER 



H M 



BITFlVWOHTRESSd MEGl f3 99 

BATTLE ISLE9J " "» 

BATT,E OF BF9TAA4 '.*" 

MMUnH a 5*f El S"* i' MEG) .»« 
BlOBiIMEGi „ ■-„., . 

BOU'iKOW-liiMEGi T.M 

BOD* BLOWS GALACTC H MEOl i» « 
BMAOHI' 

BRIAN THE LlOH .. 
BRUTAL FOOTBALL 
BliBBA N STI1 — » 

^EF^ER DELUXE 
CAF^PAONl" MEGl 

CWA M WjijMjm . 
CANNON FOODERl* MEGl 

C-AMPIONSHIP MANAGER «94, 1 MEOl 999 
C-AMOiONShI 1 MANAGER 9.94 ENO 
Of SEASON DATA OISK... I MEG] „„'3»' 
ChAMPtONSHiP MANAGER COLLECTON 
i»94 - UPDATE MQ(1 MEG| U 90 

MfMnOMMF MANAGER ITALIA . I Mi t7.« 

OhAOS ENGINE 

OVIllSATlONilMeGl lot» 

ClUB FOOTBALL ■ TIS MANAGER I' MEGl 3099 
rCMBA' A* PATROL ' 



PARK 1 1 MEG 1 

KMD (UTOPIA IlllMEGl 

kOB 

KICK OF* 3* 
-1>4GMA"ER_' MEGl 

KINGS OuEsri _. 

KINGS QUEST Ail WECii ^ 
•NiiH'SOf THE MTU MEG: 
■RUST' S SUPER FUN HOUSE 
LASER SOlJAil 



i4 4B 
i4 99 
1149 

row 

1799 
11 49 
«... 
10*9 
1199 
19*9 
Il 49 
1199 
»4i 
1049 
1249 
1£49 

iiss 



SlEERW AIKE 
MCCKMOD 

SPACE CRUSADE iNOli" 

MVtfHUUI 

BRACE LEGENDS 

<WMO COMMANOE" MEOATRAVELLE" 



17 49 
1?49 



1SB9 
JO 99 

tin 

114* 
MM 



AMIGA EDUCATIONAL 

FOR OUR FIAl SELECTION PLEASE 
SEE OUR COlOUR CATALOGUE 
•gOUTDf 10 EARL. ESSENTIALS 

AGES CREATES AN «AL_ 

FOUNDATION FOR CHILDREN TO 

BUILD ON i MB INSTALLABLE) 1499 

10OUTOF 10 EWLlSH 

4GES t> II COVERS MAJOR *"tAS 
OF THE NAIONAL CURRICULUM 

p MB KSTALLABlE) >■» 

10 OUT 0* 10 JUNIOR ESSENTIALS 
AGES S- II 6LALDIM3 FOUNDATIONS 
FOR MAN' AREAS OF 'HE NATIONAL 

ClJRRXULUM (i Hfe INSIALLABLEl .'B99 
ID OUT O* 10 • MATHS NUMBERS 

AGES ft it) NATIONAL CLMVCwUM 
> L93 INSTALLABLE | - «M 

ADl GCSE ENGLISH PACK .14-19 VEARSl 

i MB DOUBLE *-'>E GROUP PAC" 

THE PERFECT GCSE REV'SONi TOOL »» 

ADl GCSE FRENCH PACK H4-I6VEARSI 

i M6 IXiOlhE AGE OROU" PA£> 

IK PERFECT GCSE REVISION TOOL MM 

ADl GCSE MATHS PACK I I4 lfl VEARSl 

I MB 0OUBLE AGE GRC" 1 PACK 

IW °ERFEC' OCSE MMON 'OOL OB 



AMIGA A1200 VERSION 
APPLICATIONS 

DELUXE PAINT 4 ADA ENHANCED 
VERSlCr-FC^AiroOAiVDA4(«i PAINT 
AND ANNATE IN UP IO ?S6 COlOuRS 

FROM IB ? wujON (? MB. WTBWAL „ „ 
DI5K OR HARD DRIVE REOUlREPl 19 99 

VIST A F90 (UTl) CREATE SRECIACULAR 
VIB'U*L WORLDS WITH 'HiS POWERFUL 
SCENE R* CREATOR ANDANAAATOP 

iilgr |R| l Iff vtRSiO" TO RUNC AiroO 

0RA403J 12 D*9VE REQUIRED I 44.99 
BRILLIANCE YJ AO* U 5 1 VERS*J>I 

C* THIS PREMIER «>OFEQSO'»Al Am 

PACKAGE • MM 

AMIGA APPLICATIONS 

FOR OUR Fuu SELECTION PUAW 
SEE OUR COLOUR CATALOGUE 

D^SriStw AMOS GIVING OVER •» 
NEW COMMANDS AND INSTRUCTIONS 

REOJIRES AUCS OR AMOS PMM 5S.ONA. 

,1MB NSTALIAOLE) 
AMOS PROFEISIONAL MORE 
POWtH'UI AND PROFC SSONA.. 
.E^SiONOFrlFST MUJMORMM 
CREAIL* MORE COMMANDS MORE 
FJIIflLi'v AND BETTER USER 

INTEPFACEiIMB INSIALLABLEl HM 



AMIGA CD32 CD's 

FOR OUR FULL SELECTION PLEASE 
SEE OUR COLOUR CATALOGUE 

ARCADE "OOL — * 

BATTLECHES3 '9 
BENEATH A STEEL SKT • 

BRUTAL FOOTBALL 

BUHBA N 9T1X ... 

■■ ■ '> '"'I- 

CANNON FOOOER 
CAPTIVf a ■ L*f RATIOH 

chaos enoine 

chuck mock; • 

hoeneration 

dlzt> collection 

(TEN DlZ/v GAMES! 

OTZZVS ENCHANTED WOOOI* 

DFMGON8T0NE- . 

ELITE 1 

EITRACTORS-THE HANGING 

GARDENS OF JARG . . 
FIRE AfC ICE 

OUNtHIProOO — , . 

HE9JOAUJ 

IMPOSSIBLE MISSION . . 

jAMt5POIC5 OPERA-ION S'ARFtSH 

IOOKOFF)* — 

KINOPIN • _ 
LAB'RIN-HOFTBAE 
i ' W '*C» lh - - 

LOTUS TRILOOV (LOTUS I 2 Di 

MAN DID PREMIER LEAGUE 
CHAMPIONS • — 

MCROCOSM , „ 

WRPH . ,-„.._.„..,™ 

NCK FA.DOS GOLF 



UN 

»49 
1999 
1*99 

1799 

IBM 

l't» 



nil 



1999 



ij 49 
IB 99 
999 



•M 

1Z9B 
10 99 
699 



T199 



?0 46 



LEGENDS OF VAiOuR > ' MElii iNOUi IS 99 

IEiSUhE SUIT IARR. I * I MEG) 1 1 *» 

iF:5v>=E >U" L*Rn< J i MECi H *B 

LEISURE SWT LARRt 1 , 1 MEGl IJ 4B 

[ HMRfffl • DATA DiSK 1? 99 

lEMMiNIS J .1149 

LEMMINGS DATA DlS* • OH NO- B99 
UNRS-tGOL'i „ 
I.AII11 fill.. I -FQJHIIm IT:. 
LOMBAWORACRALLV 

LDRC4 OF CHAOS 

LOROSO* 'HE REALM il ME0|» J1AB 

LURE C* THE TEMFTRESS H MEGl 1 1 49 

MAN UTD PREMIER LEAGUE 
OIA4IPI0N9HMCG) »I-M 

MANCHESTER UNITED *»■ 

l*C AO MACHINES «|M 

MONOPOLY ■ ■ ■ !■« 

MOO'Ai KCMBAT II MEOl - JO** 



lint) I' MEG) . 

SPACE OUCST 111 MEQ)' 
SPECIAL "ORCESl'MEO! 

SPftDBALL? 

t:::i:?r:>:-, mAWMH 

TENNIS EUROPEAN 
CHAMPIONS**"! MM)(I MEGl 

5TARDUST . 

5TARLORDH MEO'.- 

STRfETFIGH'ER 1 

t TWMH (1 M BjO) -j 
^.iPER FROQ It MEQI 
■MnPWCY ' l MEGl 
SURBURAAN COMMANDO 
SVNCnCATEcl^Gi 
T?,COlNOPlllMEQl 

TACTICAL MANAGER • 
ENGLISH LEAGUE (1 MEOI _ 

THE StUC A THE BREV |i MEOI 

•7 49 THE GREATEST 
«— IJBAMV WHITES LU**f OF THE 

TEMPTRESS DUNE) (1 MEGl 1999 



1199 

1341 
" » 
11*9 

B99 
19 99 
10*9 
■ 399 
1! 4H 

799 



1(49 

II 49 




t_; 1 1 -,l -KFASUHEb Ol '1-1 >r.OU ■ 
(M CLASSIC NFOCOM TEXT 
ADVf7*»L(RESl 

TRAPS H TREASURES <• MEOI' 

ULTBAA 6 iNOl'l 

VALHALLA i < MEG* * 

VIKINGS fiElDOFCONOUESTHMEOi 

VITAL LIGHT |i MEG" 



Ifl 



MH SCHOOL 3 M 'RSI 

FUN SCHOOL 3 117 -RSi J* 

fS school * .nsi ;» 

(UN SCHOOL • 19-7 YRSl ;« 

FUN SCODl 4 |T' VR$I i'99 

FUN tCHODi 9#EC1ALB 

MERLINS MA'HS I' il *RSi 

SPELLING «A* |M3 VHBl . " 99 

MICRO ENGLISH g *PS TQ GCSE 

CONFORMS TONA'ONV 
CURRICULUM IIMBi - 
MDM FRENCH BEGINNER TO GCtE 
CONFORMS TO NiCURRACULUM (I MB) 1B.99 

MICRO GERMAN BEGINNER TO GCSE 

•ND BUSINESS LEVEL CONFORMS TO 
NATIONAL CLAWCUIUM 11 MBi »•» 

MICRO MATHS HVRSTOOCSE 
CONRDRMS TO HCURROJLUM (I Ml 'E99 

MCRO SCIENCE fl VRS TQ OCSE 

CONFORMS TO NCUFWDAIRI ■ M9i !«■• 

lie*. SPANISH BEGINNER TO OCSE 
CCfMIXMS'ONOJRNClALM 11MB) IBM 

MEGA MATHS iA LEVEL COURSE) 1 1 MB| ISM 

NODO* S BIG ADVENTURE SfOUEL 
TO THE POPULAR ■#ODO« SRLAVTIME 
SERIES (1MB INSTALLABLE) phmiW 
NODOV S PL A TIME SUPERB NODO V 
THEMCD EDUCATIONAL ADVENTURE 
SUITS AOE9J- (1MB. IWTALUBIEI IBM 

Ai200 WORDWORTH DEALS 

WORDWORTH VJ AGA WORD fUMMW 
NEiVl0wPP4CE (1MB EXTERNAL 

OiSk OR HARD DRIVE REQUIRED I MM 

WORDWORTH VJ. ADA /IO~j ■ LMI i'."E - 
The LATEST AND GREATEST VERSION 
OF TOPGUALiT- WORD PliB^iIHE" 
PACKAGE B L«B KXTMMM C-SK 

OR HAPO DRIVE REQUIRED) _ 99 99 



AMOS -PROFESSIONAL COMPILER 

COMPILES AM SPEEDS L* PROGRAM* 

WRiTl(^«AMOS EA5. AMOSORAMOS P94BA1L FANTASIES 
ORCFESSONAL 1MB INSTALLABLE! **9t FNRATfS GOLD 

^T^fSraO^*"^ ^^.Ic^NGE 
CCWIETE M WMMUMi AND COMPILER 

S'STIM THE HOTTEST NEW 

LANGUAGE AVAlABLE M.M 
DELUXE PAJMT ) A VER' POWW»FUl 

ART AND ANIMATION PACKAGE WlTM 
EA TENS' vE FEATURES ABES' SELLER 
» Itt . AIOfAWARUiVNfifR MAN- 'ON' 
AND PRlN'Ti OP'CNS AND SAMPLE 

V.AIni'l l-.Zi I'I'.I i DEL' 

|i MB NSTALlABLF' T*M 
DIRECTORY OPUS* COMPLETE 
DIRECTOR- AM) FilE DRGANnniNu 
S'S'EM INVAi LIABLE FOR "ARO DRIVE 
USERS II MB INSTALLABLE) • «" 



IBM 

MM 
1IM 
n» 

19*9 

IS99 

H 4» 



LM 



FINAL WRITER |RE LEASE fl 

eBUBO WORD f-^BL'ShiNl. SYSJTJW 
with OVER 100 TYPEFACES. EASV TO 
USE r MB DRIVE ofOlBREOl' - <*M 

HANNA BARBARA ANIMATION 

WORKSHOP MM CARTOONB ETC MM 

HOMEACCOUNTB THE ORiOINAL 

u el mot i o* this monev manager 

I#4STALLABlE> 
AMDWORDS1 FULLY FE>TV«OWORO 
PUBLISHER |1 « INSTALLABLE! 1MB 

MAJUPLAN 4 COMPLETE SPREADSHEET 

■MB GRAP-CS AND DATABASE 
SYSTEM 1 1 MB INSTALLABLE)' MM 

MINI OFFICE NTEOAA TE D WORD 
PROCESSOR SPREADSHEET OAYAMM 
MD DM UTUTIES (< MB iNSTMiABLEl MM 

MONEY MATTERS MM aCCOUNTBSf 
LAfES' l,TPl5ICP.OFTHf E«CELLENT 
MClBTI RAOGE "ROM OQITA 
I MB INSTALLABLE) »M 
PC TASK GOOD VALUE SRAPLl PC 
I OR A„OW»*lflMPC 

APPLICATIONS TO BE USED ON YOUR 

AM.JA PLEASE »-JTE THAT IMS IS MOT 
SUJIA6LEFORW»«LlOWSOHWGH 

END APPLICATIONS RiOUBES MS DOS 
3 3 OR ABOVE. II MB WSTALLABLEl 3*M 

PIN PAL EASV ID USE WORD 
PROCESSOR (1MB. INSTALLABLE! "99 

PUBU9»«R iPAOE lAVOUTPACKAOE) 
IN 013 1 MB EXTERNAL DISK 

OR HARD C*^VE RFGUIREDI MM 



FOBOCCO lJAMESPONOei ■ ' 

RYDER CUP )*** 
SABRE TEAM ** 

SECOND SAMURAI 

SENSIBLE SOCCER 1099 
SENSIBLE SOCCER «TE«NATIOHAL ^ 

|SSn*T ME SORCERER • 

SLEEPWALKER *M 

SOCCER KB* "J 

SUPER FROG ... 

TftVIAL rVRSUFT 1»M 

UFQ ENCM' UNRNOVfH* 1999 

UlTRAATE BOOT BLOWS 

.BOC*aOWIlBCOVlLC¥/SGALACTIC) 194B 

UNIVERSE' - MW 

«MBl£v iN'ERf^'iONAi- SOCCER 19 M 

wiDcuPSocoER' mm 

TOOL J 'AM 

DIGITAL VIDEO CD's 

digital VIDEO CO» FOR CO)? OR COi 
FITTED WTTH FMV ADAPTOR 

ISM 

IBM 
IBM 

1S9B 
1199 



ANDREW LLOYTJ 
■BEVERLY "ILLS COR US) 
BLACK RAP. (19) 

IV.'BMARLE' liiE LEGEND 

BON *1VI KEEP THE FAITH 

BRYAN ADAM5 WAKPJG LlF 

The NEIGHBOURS 

CARTOON CARNIVAL (U| 
fATAL ATTRACTION Hi) 

OHOBTIIBI — — i m i " 

HUNT FOR RED OCTOBER I'D 

MOECENT PROPOSAL (IS) _. 

MXMM JONES 'tMR.eo' DOOM BXR 

■4XS ■ LIVE BABV UVE 
LIONEL RICHIE BACK TO FRONT 
NAK£DOUN»1«IISI . 
PA'HO''JA»AESn» ■ ■■ ■ 

RAOERSOF THE LOS* ARK iPOl 
STAR TREK i P-i 

ITM9 WStiMMONER-ST* 

THE CURE 

'HE ESSENTIAL PAVAflOTi 
THE UNTOUCHABLES ,PGi 
TINA TURNER - UVE M RK0 - 

lOPOUNlRG)- - 
WA-NESWOBLDllS) 

W" the S3 OS) 



vi'iPG »iM 

. BJ MLtC*4EP*S T ALES ISM 



1^99 
■ ■99 
1S99 
1S99 
1S99 
IS 99 
1S» 
1S99 
IS 99 
iSM 
1S99 
IS 99 
IS I 
11 

IS 99 

IS! 
IS1 

a ■ 

ISM 

1699 
'? 90 
HM 



FREE PRINTER LEAD 

WTTMALL PRINTERS 

PANASONIC KXP21Z3 
COLOUR PRINTER 

2* PP< BD COLUMN tMCRVMLO 
• FONTS H SCAlABLEi [ ■ 'Hf MELV 
OUIE' 4JSOBANWSE LfVEl. WITH 

FREE WOWWOHTHWORO 

PR0CES9L>1 i -EA^'IAHU'Vl- 

ibs as 

CANON BJ-J0O BUBBLE JET PAINTER 

CANON BJI0-SX BUBEH.E JET RRWTER INEW LOW PRICE) '•899 

CITIZEN ABC PRINTER WITH COLOUR KIT. 2* FIN WITH 

F KF c f ASYSTART SOFTWARE FOR AMK1A AND PC I5B M 

IT1ZEN TRACOR FEED KiT FOR CITIZEN ABC PRINTEFI 37 99 

CITIZEN SWIFT lOOC RFl INTER WITH COLOUR KIT 2' PIN IB4.M 
CITIZEN SWIFT J*0C PRINTER WITH COLQuH "IT. J4 PW Jlt.M 

CIILEEN PRINTER DRWER KIT FOR AMIGA SL"1 S A, L WORKBErO- 
ERSlONS FRCW 1 1 TO 10 ENHANCES Ph»VT QUALITY 
ROM CITIZEN 5WIFT PRINTERS OUTSTANDING RE5Ul'S 

EPSON LaiOO PRINTER !* PIN • NEW LOWER PRICE - 

STAR WIN TYPE 4000 LASER PRWTER ^ 

TONER CAP "WOE FOR STAR WINTYPE 4000 LASER PRINTER 
INK CARTRIDGE iBLACKl FOR CANON B»» IDE* C**BJ*I0SX 

INK -AM'MIDGE 'BLACK i FOR CANCN BJ 

INK CARTRIDGE iftLAC". FOR EPSON STYLUS MD PF4WTER 

INK CARTRIDGE BLAC-I FOR HP DESKJET M _ B ,">'"E» 
MR CARTRIDGE !6VAO<|FOR HP Mfll °pm A^ I^WTE R 

.BLACK I 'OR CITIZEN 34 300 Dl J*C OR ABC PRINTER 

FOR CIT./tN 9 90 OR i roC RRINTER 
FOR EPSON IG- ISO 

RCJOON (BLAOC FOR EPSON lO'DO PRINTER 

RMCWtRLACKiFORPANASONIF.iaP^i;i4 K.K'liO 

RMJON |BLAO»i FOR STAR ICKM) OH LCM PRINTER 

RiaeiiN iBlack, for star icot printer 

RIBBON BlLAON FO" S'*R LLTAif PRINTER ■ 
niBBON iCOLOURi FOR CITIZEN 9. 90 /* MJ 334. 3*0 OR ABC 
RIBBON iCOlOjRi 'OR EMjON lO-iSO _^ _ „«,.._ 

RIBBON iCOLOURi FOR PANASCvC OP JIJl * KIP3IM 

RjB^<..COLOURI'ORSTARLCimPR»hTER . . 

HBBON iCOLOURi FOR STAR LCVOO PR4NTEPI 

•NUN'S R STAND FOR *N" PF4NTER 

PhTNTERLEAD (RARALLElI i ) METRES fJR »M!G* ST OR M 
PRANTER LEAD PARALLEL;. 'OMETRES FOR AMIGA. ST or fc 
PRAITER LEAD iPARALLEL. S METRES FOR AMIGA. 5T OR PC 
DUST COVER FOR 90 COLUMN PRINTER i CLEAR PVO 



MEGADRIVE GAMES 

nt On S6 -L GENUM U" HR5I0VS 
BUBBA N SIX • , MM 

BIlRSV BDOCAI 

CHAOS ENGANE . '■+- " 

COMBAT CARS «-•» 

n^uMITFHEAODV- »« " 

EASI->' T 5SOCCE B i*''^'E'>i w 
JUNGLE STAKE M 99 

•ETHA. EN' WCERS rNTH GlJNi 64 H 



MCPONAtDTl TREASURELAND' J 

MEGA BOMBER MAN- JAM 

MEGA GAMES 1 

tWOHLO CUP ITALIA M 

COLUMNS SUPER HANG ONI . IBM 

MORTAL KOMBAT & 

MORTAL KOMBAT ?■ ... MM 

MUTANT LEAGUE FGOTBAlL I5» 
NUA JAM *0 99 

Pt'E SAMPRAS 'ENNH IJ-CART 
• OUR PLATER GAME I 34 99 

PGA EUROPEAN TOUR 33 W 

PIIUTFSOF T>< tJARK WATER w 9^ 
flAGNACENTY ■ -.. M 99 

AOA0AASH3 . .1. IBM 

■MM SUPER MONACO 



MRSmt SfJCCEii -Y » 

SENSB.E 50CCE" NT. IDnON • » 90 
IIBNWa FORCE 1* »M 
W*DBI1 - BMl 
SONIC 3 >»** 

taMC I 

STREETS OF RAGE ) 19 99 

SUPER MONACO GP 'H! 

super streetfiohter i • 4S in 

TASMANIA J- 39 99 

URBAN STRIKE J4 99 

-IH'UA "ACING m . MM 

MBRUO ChAWCNSH* SOCCER- 3*M 

SUPER NES GAMES 



.E--AL E»*CR:EBSi , AiT»'- i ii>< 

MEGA MAN X 

MORTAL KCWOATff- 

NBA I*M 

PGA TOUR GOLF 

PALATES OF THE DARK WATER ' 

ROC" AND ROLL RACING 

S(N$iilii SOCCER .a-.Su 
MMkl SOCCER NT l Ml I OS 



14 99 

Mm 
um 

37 » 
JH« 
3* » 
1**1 
4G 'JS 
'199 
41.49 
41 A 




BOMETAL- 
CHOPliFTER 1 ■ 

cla' fighters 

CLAVIAATES- 

(Ek THE CAT ■ 
L'JI-IHASEBAl 
FIFA SOCCER 

; AMM IT • 

K»C" OFF |... , 

ILOENO- - . 



Jo 99 
34 99 

AIM 

; i N 

34 99 
37 99 
3S99 
39 99 
4199 
34 99 



SAAASH TENNIS- 
STAR WING 

STUN1 RACER FX- . 

SUPER BATif TANK _ 
SUPER BOMOERMAN |A PLA*tRi IS M 

SURE" ICE -OCKEY • «M 

5LVEH MAWOKART 11 99 

SUPER METRO* *»« 
TURN AND BURN' i ■'*]S 

WQRl D CUP USA 94 4. 99 



FOB OU0 FULL SELKnO** 
PLEASE PWONE 027* 600304 

I CM) ■ Hill 16 P AGE 

COLOLM (AfALOCUI 



AMIGA CD32 

CO BASED CONSOLE WITH 
AiiSW 33 BIT POWER JB2.0O0 

'--.'LiX.'HT, m-IAl J !'AL_["'t 

0* IE T MILLION 2 MB RAM. 
FAST 14 MHj BSCCO 

PTOCESSOR PLAYS AUK) 
CD * VIA ON SCREEN DYSPIAV 
Aht) DIGITAL VIDEO CD* WI'H 

OPTIONAL FMV ADAPTOR 



350 00 



I0W 



II 99 

7M 
>M 

1)99 



PHILIPS 
CDi 450 

279.99 

AVAILABLE SEPT V 

TOP LOADING COi PLAYER WITH INTERNA TiONAi 
TENMS OPEN AND CONTROL PAD LOW 009' 
ALTERNATIVE 'O ESTABLISHED CD210 YViTH FUU 
AUOIO CD AND PHOTO CD CAPABILITIES 

CDI GAMES 

TTHGUES' I FMV CART REOO) -*2S? 
ADEN GATE 

itvCA - - - - - 

KEIHER 

UNK ThE FACES OF EVh 
mystic MOW AY PHANTOM EXPRESS 
PALM SPRINGS OXXF ...... 

SPACE ACE (FMV CART REO'D] 

TETRIS .. . - ... ■ 

VOYEUR IRATEO IB) .. ... 
ZEIDA WANO OF GAMElON 




31 W 
MW 
27 99 
?S99 
11 90 
41 » 
»M 

V99 
1* « 



PANASONIC 
REAL 3DO 

395.99 

AVAILABLE SEPT B4 
WITH TOTAL ECLIPSE GAME AND ONB COW«Cl 
PAD NEW CD BASE0 C0N50LE WITH 12 BIT 
CPU Ifl 'MiLlJCW COLOUR PALETTE. iW WP 
90UNO CM* 1 AND 3MEi OLM imBROMkOOAw 
PMOTO CD AND AlttO CO COMPATIBLE 
FMV ADAPTOR AVAILABLE SOON 
3DO GAMES 

ESCAPE FROM MONSTER MANOR 
JOHN MADDEN 300 
ROAD RASH SOO „ . 
SHERLOCK HOLMES 
SHOCKWAVE 

SURER WING COMMANDER 

THEME PARC 
TWISTED 



M 49 
34» 

i* 99 

J*W 
1*» 
39 »B 
14 99 



FOR MORE DETAILS CALL OUR SALES LINES 



AMIGA CD32 SPECTACULAR VOYAGE PACK 

WITH MiCOCOSM AND CHAOS ENGINE 
PLUS TWO PACK AVAILABLE ONLY WHEN YOU BUY 
A COK EUT6 2 CO AND TRIVIAL PURSUIT CO JUST ADD 2T.M 

COMMOOORE FULL MOTION VIOEO-CD MODULE 

forXm^a coiTgives CD-» ^OUAI^ITYFLAL MOTION 
VIDEO CAPABiUTY FOR MOVIES MUS« VI0EO8 ANO GAMES 
THAT FEATURE FIA.L MOTION VlOEO CvAMEPLAV 
SIMPLY SLOT S INTO BACK OF CP-g - 

COMMOOORE 
CONTROL PAD 
IBM 

DVNAMCS 
CONTROL PAD 

PORCEH7 
IBM 

0ARCKSHO' SOUNDMATE* 
STEREO SPEAKERS IPAQ 
EORAUGA CD- IT CH "ERECNAi 

STEREO VOLUMI AND BALANCE 
OOWIBDL BASS AND trebi E 
BOOST i«J" MUS'C 

SCREENBflAT 3 STEREO 

SPEAKERS i-'AiR". FC*i 
AMIliA COM OR 

"Ersonal BTMM3 

1199 

SONY 1MSA10 
PORTABIE SPEAKERS 

WITH tU.HL' IN AMBLII ER CP* OFF SWITCH 
VWUME CONTRIX (-;UM IUAME "ER 
SPEAKERS IDEAL FOR USE WITH WAL-M.N 

EMCUAN, COM OR AMIGA 34 99 



rr 




H4 FI AUOOIEAD AAAKlACOMST TO STEREO - 
MEDIAli'E CO FILE OMAWFR S CAPAOrY) Z 

■C REENBEAT MAWS ADAPTOR FDR SCREENREA' speaker 



399 
i^M 



ao -rtjPEEDMU 
QBE* 




WING COMMANDER 
MEGATRAVEUER 
& ELITE 



SETTLERS 

20.99 




SPACE LEGENDS 

9.99 



SPEEDBALL 2 

6.99 



SKIDMARKS 

17.49 



UFO 

23.49 



K240 

18.49 




SWiFI IP200 JOVPAD fO» 
AMl(jA'5T TURBO IRE AND 
AUTOFIRE 
9 99 

COMPETITION 



'HO EXTRA 



If- f*S; 
ROSW'TCtD 
rn AuTOf ire 
tl.M 



MOUSE. BUXT-W TV UOOULATOfl 
t UB RAM EXPANDABLE TO 10 MB 
f AST M MMi CftfVO PROCESSOR 
>IEV< AGA GRAPHICS CHIP SET 
JM.tOT SCREE* COLOURS FROM 16 T MILLION 
4 CHANNEL STEREO 5DL*lO 
BUILT ,N FLOPPY EHSK OHlVE 
BUi-T IN INTERNAL MARDOHiVE INTERFACE IDE) 
AND 1 YEAR * HOME SERVICE WARRANTY 

AMIGA A 1200 2/0 COMBAT INNOVATIONS 
WITH WOROWORTH 2.0 AGA DESKTOP 
PUBLISHER PERSONAL PAINT IV AGA PPjNT 
MANAGER DAY BY DAY. TOTAL CARHAGE 
BRiAN THE LION AND ZOOL 2 340.00 

AMIGA At 100 COMBAT INNOVATIONS PACK 
AS ABOVE WITH INTERNAL 25' HARD DRIVE 

AI20C MQ COMBAT* 00 MB DAVE 510 00 

A12CO 2120 COMBAT . IN MB DRIVE 550 00 

A1200 2 170 COMBAT • 170 MB DRTVE 510 00 

ADO * PLUS 'OUR OR CHAOS »«X IF VQU WISH 

•On "ARO DRivt PAC*S PLEASE °*ONE TO CNEC-. 
LATEST PRICE AND AVAILABILITY 

AMIGA AI200 2/0 LEMMINGS I PACK 
WTH LEMMINGS 2 AND DELUXE PAINT 3 J10 00 

AMIGA A1200 LEMMINGS I PACK 

AS ABOVE WITH INTERNAL I 5" HARD DRIVE 

A1^002B0 LEMMINGS • H0MBO»IVF M.0 00 
A'K)0 2'i» LEMMINGS • tiO MB DRIVE WO 00 
A'BOOJ'l'i -FMUl'lGS - 170U8C>IVE UO.OO 
"RICES NCli'DE. HMMiaa ? AJ.O OELUIE PAINT ) 

•••VERY SPECIAL DEAL— 

ADD A PLUS FOUR OR CHAOS PACK 

WHEN YOU BUY ANY OF THE AMIGA5 USTfp 

ABOVE "OU CAN A15Q PURCHASE ONE (ONI » 
ONE) OF THESE AMAZING VALUE PACKS 

PLUS FOUR PACK 

ELITE I BATMAN RETURNS LEMMINGS 2 
& CIVIUSATION AGAl JUST ADD 39 M 

CHAOS PACK A 1200 

(CHAOS ENGINE. NICK FALDO GOLF PINBALL 
FANTASY 4 lYNOCATD JUST ADO ?4 9S 



1 



□U - ■ BM01 13 PYTHON 
JOYSTICK FOR AMIGA'S T 
AUTOFIRE 
M 



CHEETAH BJO 
JOVSTCK FOR 
AMKJAST 
VllCROSWVTCHEO 
WITH AUTOFIRE 
11M 




i- *i 




SCORPION PLUS JOYSTICK FOR 
AMIGA'S T ARC ADC STYLE WITH 
TURBO FiRE 
1099 



Oim:kshot traF 

fAAVE^lC" 1 JOYSTCK 

FOR AMIGA 1 ST 
AUTO" RE 

i ui 




•J 



- 



FREEWHEEL STEERING WHEEL 
(DaYrAu 
SUITS MOST 
Dii vir.c 

GAMES 

25 99 

9AITEK 
ME GAG Rip r 
JOYSTICK 
FOR AMKJAW 
AUTOFHE 
11.49 



SUPER PRO ZIP STICK 
JO'STiCKFOR AMiCAST 
MsCROSWITCHED WITH 
AUTOFIRE 
I UN 



AfiOO's WHILE STOCKS LAST 

ABOO COMPUTER WTM MOUSE BUILT IN TV 
MODULATOR 1 MB RAM EXPANDABLE TO 10 W 
STEREO SOUND BUILT IN FLOPPY DISK DRIVE 
But.T IN INTERNAL HARD DRIVE INTERFACE ODD 
AND 1 YEAR IN- HOME SERVICE WARRANTY 

AMIGA A600 1/0 WILD, WEIRD 
AND WICKED. PACK 

WITH DE1UXE PAINT 3 F1 GRAND PFUX 
PUSH OVER AND PUTTY 21000 

OR A5 ABOVE WITH ASOO CHAOS PACK 
iCMAOS ENGINE. NICK FAlDO GOl* PINBAu 
FANTASY 4 SYNDKTATEl JUST ADD 19 99 



utw low wets 




m 



0-5 WITCHED 



AUTOFIRE 



KONIX SPEEDING 
FOR AMlGAST 



AUTOFiRE 

1199 



I KONIX SPEEDKING ANALOGUE 
JOYSTICK FOR AMIGA ENABLES 
PROPORTIONAL CONTROL ON 
SUITABLE SOFTWARE 
AUTOFIRE 

M4B9 



DUICKJOV FOOT PEDAL «C1 AMIGA OR QT 



MEMORY 

51?" AMIGA "AM FtO CLCC" FOR ASM! OB ASM. 
fill AMIGA RAM . CLOCK FOC A5M OR A400- 

IMBAWFUklltMUPOnAOff>OLOO( . 
IMBAMOFMMUPOFUOE-ClOOX " 

. Mfi PCMCIA UPCAACC FOR AfTOOR A 1 700 

PLUGS DIRECTLY INTO SMART CARD SLOT 

OMEGA FPU - 4 MB RAM FOR AMIGA At JQO 

SPEOfCAroN A$ FOR OMEOA HAM BUT WITH 

ACOmOHAl t*M< flOAW, PONT UNIT FOR 
MATHS ANO ORAPHC5 ACCELERATION 

LEADS 

AMR supoe * wat 

I'LL* "L.LG E'-ir.-ilC^I 

PROTEC5 AGATrfST 
ELECTRICAL SURQES 

ANTI-SUROt PlUO II M 

HI-FI AUDIO LEAD ■ AMKJACDK S> TO STEREO 

ll 5 METRES 2 * PHONO PLUGS TO 1 X PHONO PiUSBI 

CAN ALSO BE USED TO CONNECT STEREO VIDEO 

TO HkFt AND HI R SEPARATES TOGETHER IN 

JO'STICK SPLITTER CABLE FOR AMIGA OB ST 

COMNECS t JOVST>OS TO i PORT IN 

ROeOSH^T INTERFACE FOR AMIGA OR S 1 

PLUGS MOUSE AND JO-5TC" INTO ONI PORT 11 9* 
PORT EXTENS~0N ADAPTOR FOR AMIGA OR ST 

{PACK OF TWOl EXTENDS BY II CM .AH 

ANALOGUE JOYSTICK ADAPTOR FOR AM 6 A 

ALLOWS AN* 1S-PN PC JOYSTICK TO BE USED 

WTH OAUfS THAT FEATURE AKN.OOUI CONTHOL 1 99 

NUU MODEM CAflU (CONNECTS I COMPUTERS 
•OR HEAD TO MEAD PLAVNQ ON CERT AW GAME I 

SLCH AS POPJICUS FALCON "NiaH'S Ol T«E SKY 
FORMULA I GRAND PRII ANO VROOMi OH 

PRINTER LEAD iPAHAUELl I A METRES T.H 

SCART LEAD AVQA COK TO TV WITH SCART INPUT 



REO-'iRES TV WITH MANUAL SCART CHANNF. 
SCART IE AO AMGA TO GOLDSTAR TV 
SCART LEAD AM OA TO *HIUPS TV 
SCART LEAD AWGA TO SAMSUNO 

SCART LEAD AMKiA TO SONY TV 

9CART LEAD - MMOA 'O TOSHIBAWTAOHI TV 

SCART LEAD AMGA TO TV WITH SCART INPUT 
tv IE AO «MiG* COT." IO SYHS TV OR VIDEO 

MONITOR LEAD COM TO C VIM 13 toMS 

waiU'OR LEA-i AMOA nOMI -Mi 



a M 



JVOEC AMGA POWER W\< (SPECIAL 

COOL RUNNING TRANSFDRMfR) . ...» M 

COMPUTER CARE 

IXEATtlNGKn FOR COMPUTERS (WITH VACUUMl I7H 
-XJST COVER FOR SO COLUMN PRINTER .ClEARl 4 H 
X»ST COVER FOR AlttCiCLFAR PVCl * H 

X«T COVEn FOP MOC (CLEAR PVCl IH 
OUST COVEn FOR AJC* OR ATAA. 5' iCIEAR >-VCl IM 

3UST COVER FOR MONITOR (CEAH I'VCI IN 

!*X6Er«X«(KW0vln>t(r0STTW-CM»lKXiHl 4 41 
CONTROL CENTRES 

"RfH.fH rfNTRE FOR AM.-.A 

rpOM i_»*,(-lSAL ST»f,c «CR COMPUTER. 

MC*»TOR STAND AliD 5HEIF FOR E<T£RN*L 

PEAVPHERALS (COMES FLAT PACKEDl MM 

■•"(MEM L** CENTRE PLUS FOR AMIGA 

ll-HA LENGTH VERSON FOR OVERDRIVE 

AND OTHE a PERiPME RAlS WW 

DIGITISERS SAMPLERS SCANNERS 

<EC"NOSOUNO TURBO I SOUND SAMRJR 

REAL TIME SF-EOAL EFFECTS WORKS WITH ANY 
AMIGA i MB RAM REQUIRED J9» 
V'CEOMASTER FOR A5O0 OR Aiuu* COMBINED 

-1DEO OKilTSER AND AUDIO SAMPLER H MB| 49 H 
ftOEC HAND. SCANNER FOR AN- AMIGA 

'CC-4OTC*tl»GH0uALIT. RESOLUTION 04 
SIMULATED GRE'SCAUS INClUOeS D4ATA5CAN 
F-ROFE^iO-IALSO'TWARf »W 



am<oa MMM mm n mhi • Ml '■*«■ UfMMMBLI 

TO I* MB }!■ MB IOE HARD DRIVF MSN AHA CH*SET 
X/M COKX*<S (W SCREEN "»OM PAi£"E OF 
IB 1 MILLION Win- DELUIE PA*f IV AGA 
™r«l"kW3«T>i / AQA A CiGII* ONT MATJAOER 

ARONSl'L WARRANIV 97! 99 



OVERDRIVE V 3 HIGH SPEED HARD 
DRIVES FOR AMIGA AI200 

'THE FASTEST DRIVE EVER REVIEWED BY CU' 

3 5" QUALITY IDE HARD DRIVE AVERAGE 
ACCESS TIME 1?MS. STYLED TO MATCH AMIGA 
EASY INSTALLATION - PLUGS INTO °CMCtA SL0 1 
AO TOOLS AND 1 YEAR WARRANTY 

DOES NOT INVALIDATE WARRANTY 



Mi n 



OVER0HVE V 3 170 MB EXTERNAL HARD DRIVE FOR AMIGA AI?0O 
OVERDRIVE V 3 ?10 MB EXTERNAL HARD DRIVE FOR AMIGA A1300 
OVERDRIVE V3B0MB E>TEI"iAL HARD DRIVE FOP AMIGA A1J00 
OVERDRIVE V 3 ya MB EXTERNAL HARD DRIVE FO» AMIGA AIZ00 
OVERDRIVE V 3 U0 MB EiTERNAl hard 0RIVE FOR AMIGA A 1200 

INTERNAL HARD DRIVES FOR AMIGA A1200 & A600 

HARD DRIVES HIGH SPEED 7 V DRIVE. IS MS ACCESS TIME 'APPROXI 
i YEAH WARRANT • »(T COMPLETE AND EASY TO FIT DRIVES F(aJ_> PR(PAHED 
NOTE THAT OPEMWG YOUR AMIGA MAY INVALIDATE THE WARRANTY 

64 MB MTERNAL HARD DRIVE 32K CACHE iCONNERl FOR AMIGA AI200 
ij4 MB INTERNAL HARD DRIVE BP. CACHE iCONNERl FOR AMIGA AEOC! 

BO M6 INTERNAL HARD DRIVE 64K CACHE "BMl FOR AMIGA A 1200 

B0 MB INTERNAL HARD DRIVE 64K CACHE | KJMl FOR AMIGA AfiO! 
K MB INTERNAL HARD DRIVE 64K CACHE (AREAL- FOR AWO* AfiCO 
M 1AH INTERNAL HARD DRIVE S4K CACHE (AREAl) FOR AM'GA A1?00 



199 M 

I 1 - K 
1«« 

m 



OVERDRIVE CD ROM FOR A12 

EXTERNAL CO ROM DRIVE COMPLETE WITH INTERFACE 
i PLUGS INTO PCMCIA PORT) RUNS MOST E XI SI TING CD- 33 
SOFTWARE PHO'0-CO CD AUDtO AND CO-G DISCS 
DOUBLE SPEED MULTI-SES5MN DRIVE UNVT WITH 
MOTOfiiSED TRAv LOADNO EXTERNAL POWER SUPPLY 
AlSO INCLUDED AMIGA ANO CD AUDIO CAN BE MIXED 1BJ AO 
i YEAH WARRANTY » ▼ 

THE WORLD'S FIRST PCMCIA SLOT 
CD ROM DRIVE FOR THE AMIGA A1200. 



- rWj*L~- 



ALFA 

MEGAUOUSE 400 
FOR AMIGA OR ST 
400 DPI, HIGH 
OUAUTY MOUSE 
13M 





EKLiPSE MOUSE 
MICROSWITCMED 
WO DRi FOR 
AMIGA 
1099 



MOUSE MAT WITH 
SPONGE SACKING 
499 




SPECIAL RESERVE 

BRITISH MADE 
ERROR FREE DISKS 

PACK OF 10 SPECIAL 
Hf SERVE 1 5" OSOD 
DISKS WITH LABELS A 
FREE PLASTIC FLIP 
TOP DISK BOX SH 
PACK OF SO SPECIAL RESERVE 
3 S~ OSOO DiSkS WITH LABELS ...I in 

DISK BOXES 

DISK BOX 3 )- 1 120) LDCKABLE I N 
DELUXE DISK BOX 35" (SOI 

LOCKABLE DIVIDERS 1 99 

MEDIA LIFE FILE DRAWER STACkABlC 

100 3 S' DISKS 14M 

200 3 S DISKS 1«H 

MCD» 1S.H 



SCART TV's AND MONITORS 

SONY KVM1400 M* FBT COLOUR 5CART 
TVMONITOR WITH REMOTE CC*JTROL 
BO CHANNEL TUN NG HEAR SCART AlPJT 
HEADPHONE SOCKET TWO POSITION HIT 
BLACK TRINITRON SCREEN lOOPAEfalAi 

SON'KVViAMlQIEY] 1H.H 

SONYKVAl'400(VVHfm IM H 

5ONYKVM1A0IBL FASTE«T 244 90 

FREE 
SCART LEAD 

IfAf WOA COB f KGAtHHE I OR) OK BNES 
MICROVITEC 1430 

MULTISYNC MONITOR 

FOR AMIGA A120G A4000 OR PC 
COMPLETE WiTH STEREO SPEAKERS 
020 DOT Pitch RESOLUTION,! 5 PIN 
ROB DM PLUG AMIGA ADAPTOR PLUG 
INCLUDED SUITS ALL AMIGA AGA AND 
ALL PC SCREEN MODES TO SVGA 
1 YEAR WARRANTY JW M 

DISK DRIVES 

EXTERNAL 3 5' D»SK DRIVE FOR ANY 
AMiGA WITH SONVCTCEN DRIVE 
MECHANISM 060K FORMATTED QUIET 
HIGH OUALITV SclM LINE DESIGN 
COLOUR MATCHED METAL CASE 
AND LONG REACH CABLE HN 
2YDEC INTERNAL 3 5' DISK DRIVE FOR AMKiA ASOO OR AS0O* 
REPLACES EXISTING DRIVE (INVALIDATES WARRANTY) 




4J .'. 



SNES WITH FIFA SOCCER • ONE PAO 

MEGADCllVe 1 WITH SONIC 1 - TWO PADS 

MEGA CD i WITH ROAO AVENGER , _ 

MEGA DRIVE 1 WTTH SONH: 3 • TWO PADS 

MEGA CO J WITH SEVEN GAMES 



1141 



179 99 

119 99 



ATARI JAGUAR G4.B1T CONSOLE WITH JOVPAD 

■ CVBERMORPH GAME GENUINE UK VERSION 17V »Q 

OAMEOEAR WTTH COLUMNS TOM 

MAINS ADAPTOR FOR GAME GEAR IM 

QUICKSHOT SUPERVISION WITH CRVST BALL 19.99 



ATARI LYNX I WITH BATMAN RETURNS 

MAINS ADAPTOR ANO CASE MM 

MAINS ADAPTOR FOR ATARI LYNX OR LYNX 1 SH 

GAME HOY WITH BATTERIES MM 

G4WLBO- WITH TETRlS SUPER UARlQ LAID 57 99 




JOIN 
now 
from 
just 
£4.00 



ftE AD Special Reserve Magazine 

48 Page colour chid magazine sent Di-monirWy to fnemoers 

CHOOSE from our Huge Selection 

From leads lo PC's and trtousanoo of games for all formats 

BuT at Best Possible Prices 

Just one purchase will normally save you the cost ot joirwig 

SAVE with our Special Deals 

Always hundreds, ol Special Reserve Odors on TOP product* 

SAVE MORE with our X5 Coupons 

Money -of coupons worm over £130 a year of clank: games 

AND ENTER our FREE competitions 

We only supply members but you can order as you join 

Jusi send in the lorm below or phone. There & no ooiigatlon 10 buy 

0279 600204 

OPEN to 8pm DAILY or by Fax on: 0279 726842 
FREE 16-PAGFE COLOUR CATALOGUE - JUST ASK 



-- ». 




CLUB SHOPS 

OPE* !(•" TH. SIVIN DAYS A WICK' 
CHELMSFORD - 43 Broomfleld Rd 
nit around lie corner from the Hub ■tailnn 
SAWBRIDGE WORTH - The Mailings 

?00 yards from the (rain station 



We sen games and peripherals' all at amailng price* tor Megadnvo. Mtgj CD 
Master SysMm. Game Gn> Suw NES Gameboy. NE8, Lym. Jaguar. 
Amiga. Ami 5T PC. CO ROM CD! 0V. 1DO. CfJ3! and App* Mac 

MfMflf RSHIP FEES UK K WOIID 

SIX MONTHS Wtl 4.00 6.00 7.00 

ONE YEAR 7.00 9.00 1100 

om rut piki Mojra ui nnu v rm iphai ikbti aiuim «m> iw » u (curom 



I PL6I 



I 
I 

I Name & Aoo-ess 
I 
l 
i 
I 
l 
l 
l 
I 
l 
i 
l 



. v MEMBERS BUT YOU CAHOADER AS YOU JOIN 

I ae t»"\«o« u ua ■M0BNI SMMMaiindaiiD-iiT H 

W* iicv F ianjaa(a grjvi u UK niirnm Mliim art, 6 

"CAPITALS, DOME ? 



Post code 



Prion* No 



MadnfcM 



:'l..i '■ ■ ■ ■ ' - r | i -Dt?r (it (BOKOlbto) Cf 
NEW MEMBERSHIP FEE (ANNUAL UK 7 00) 



tiem 



feu 



itetT 



ALL PRICES INCLUDE UK POSTAGE 4 VAT 
Cnequa'P 0'Acces*Maat©rcoroVSwitci>Visa 

CREDIT CARD 

EXPIRY DATE SIGNATURE 



SWITCH 
_ . (ISSUE r*o 




Cheques payable to SPECIAL RESERVE 

P.O. BOX 847. HARLOW, CM21 9PH 

Overseas O'Oers Surcttarge (EC or World) lor sorlnare orders please 
add C2 00 per item Non-eoTwara Kerns pieaae add 25V Hardware 
Items supplied lo UK mainland only No surcharge* on UK orders 
OVerseae order* mull be paid by cttdtt card 

Onmr Co Ai'-aii'm Raun«t wnl Idi avaiy aOar Wa fli olrni UK pmaMB 

i^a><M>V favria i«Ua m« f rw y«i M «<MWk> PtfM PWB MkH Id (Tec* 

avaia&i'. haluta Wa Ha- iw tw nutil M -. f-cu- ji-.— «ti Daan "it.nit 3 UK 

nnirKMInn PRCES CORRECT AT T«n£ o* Upjaj lOPHill 1 0 *4 E » OE 
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PI ello. I know what 
you're thinking: 
^ J m "Judging by the way 

Simon 'edits' that so-called 
magazine, he's got to be a 
bit of a know-nothing. And 
he's bald. And thick, of 
course." Well, up until a few 
days ago, I would have agreed with you all, but 
thanks to a revolutionary new exam I've been 
confirmed as the country's joint seventh best pro- 
grammer — beating Jools, the coder of Cannon 
Fodder, hands-down. You can read more about 
me being great in our fascinating 'Who's the 
Brainiest Programmer?' feature which kicks off 

on page 21. 

Actually, I'll be interested to find out what the 
rest of the magazine turns out like because I'm 
off on holiday (at last!). I've cleverly timed it so 
that I'm absent for the most hectic part of the 
schedule — so Andy has to do all the work. Not 
only does this mean that things are easier for me. 
but any cock-ups can be blamed on him. 
So I'll apologise now for any mistakes. They 

had nuffing to do with me. Honest. 

Simon Byron, Editor. 



4 CONTENTS 

If you look in the panel to your left you'll notice 
that there's a disclaimer which enables us to say 
anything we want without it actually being true. So 
let's liven the contents page up and fib a little. 
Remember: we can't be held responsible for any 
errors in the magazine. Sorry. 

6 BOOT SECTOR 

This month's nude playmate is gorgeous 
from Farringdon. Special gatefold 
edition — not to be missed, ladies! 

10 NEWS 

We've managed to travel for- 
ward in time and obtain the 
winners of the next seven Grand 
Nationals. Read our tips and rake 
in a fortune. 

16 LETTERS 

The sender of every single letter printed this 
month wins a splendid CD32, complete with 
every game ever released for it. 

18 WIN A MILLION POUNDS! 

Enter our brilliant competition and you'll never 
have to worry about paying household bills again 



21 YOUR STARTER FOR TEN... 

It's the offer of the century! Ten money-off vouch- 
ers for the country's finest eateries! With FREE BEER 
FOR EVER! 

26 CHAOS THEORIES 

We show you how to make dinosaurs just like in 
Jurassic Park. Warning: contains small parts. Not 
suitable for children under three. 

29 WORK IN PROGRESS 

We're giving away thousands of tickets to see 
Arnie's new film True Lies. Find out how to claim on 
page 33. 

45 REVIEWS 

We guarantee that our reviews are the funniest 
you'll ever come across. In the ever-so-unlikely 
event that you disagree, we'll pay off your 
mortgage or, if you're a first-time buyer, give you 
£70,000, tax-freel 

68 REPLAYS 

We all really like Andy. 

70 WIN A TRIP TO THE MOON! 

Don't say we're not innovative. On page 70 of this 
magazine you'll find the world's first pop-up com- 
petition. Stand well back, though... 

i— CYBERWAR 30 

SCI's first CD32 release is already looking so great 
that Matt's eyes rolled into the back of his head 
and he started frothing at the mouth. 
If you want to read this EXCLUSIVE 
Work in Progress then sunglasses 
_ ^ are advised... 








UNIVERSE 46 

If this issue contained articles on life' and 'Everything' then we d be able to 
make a corking Douglas Adams gag. Except, of course, we wouldn't. 
Anyway, read this review of Core's latest adventure. 





72 KILL ZONE 

We definitely didn't copy these tips out of any 
other Amiga magazine. Nope — we had to add dif- 
ferent intros and include some typographical errors. 
It's bloody hard work, I can tell you. 

84 FINAL SCORE 

You've won £1000! Yes — youl This competition 
has been the easiest to oversee and we'll be really 
sorry to see the back of it. No, really. 

88 PD ZONE 

We're all really interested in what Matt has to say 
about a load of crap games you can pick up on the 
cheap. Go on, Matty, tell us more... 

91 BACK ISSUES 

Think about it: if we sold enough copies in the first 
place we wouldn't need to try and flog off out-of- 
date issues for more money, would we? 

92 SUBSCRIBE 

Subscribing is a really good idea. 

94 RECOMMENDED 

The most interesting part of the mag — the 40 
best games from the last 12 months lined up in an 
informative and never tiresome grid arrangement. 

98 NEXT MONTH 

Next month we'll be giving away two commercial 
games: Cannon Fodder 2 and Sensible World of 
Soccer. Can you wait? 



— KING OF 
THIEVES 

38 

Yes — another WORLD 
EXCLUSIVE! Read all 
about Team 17's most 
ambitious project yet in 
the first of our fab in- 
depth reports. 



GAMES FEATURED IN THIS ISSUE 



ALL TERRAIN RACING WIP 33 



BENEFACTOR TIPS 74 



THE BIG END WIP 41 



THE CLUE 



CYBERWAR 



DA3KSEED C032 



D-DAY 



EVIL'S DOOM 



EXILE 



FOOTBALL GLORY 



FRONTIER 3 



ISHAR3 



JAMES POND 3 



KING OF THIEVES 



KINGS QUEST 3 



LITIL DIVIL 



ON THE BALL 



OUT TO LUNCH 



PINKIE 



SOCCER STAR 



SPHERICAL WORLDS 



STREET FIGHTER 3 



SUPER LOOPZ 



UNIVERSE 



VALHALLA 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



REVIEW 



WEMBLEY INT. SOCC. A1200 REVIEW 



WORLD CUP USA 94 



REVIEW 




ON THE COVERDISKS 



COMPLETE 



reviewed in this magazine. 





0 



BOOT SECTO 




RUFF iMi 

Renegade 

Ruff 'n' Tumble — a smart 
name for a smart game 
(dodgy intro #207). No seri- 
ously, this is a corking platformer 
(see Simon's 91 percent review last 
month if you don't believe me) and 
blow me down if we don't have a 
super 'n' special one level demo just 
for you. Aren't we the best ever? 

I 'spose you want to know how to 
play this revealing little number 
(that's if you haven't gone and 
played the demo already) so what's 



LOADING YOUR DISKS 

1 . Take me, take me. baby baby 
bake me. Oh yes. and the disk. 

2. In a ragamuffin styiey, insert 
the disk into your disk drive 

3. Shaking your funky stuff, care- 
fully select the demo of your 
choice, using either the function 
keys or the mouse. 

4. Oh la la. if it isn't just about the 
best blummin' demo you've ever 
seen. On this mag. This month. 




to tell? Well, basi- 
cally the controls 
are the same as any 
other platformular 
romp, with you running around and 
shooting the hell out of any robots 
you happen to see. You've got a jolly 
nice big gun, and if you man- 
age to collect the little 
icon thingies dotted 
around the level, you 
can also get yourself 
a laser and some 
huge big explo- 
sion-type rocket 
jobs. Collecting the 
bonuses gives 
your weapon more 
power, but most 
importantly you need 
to collect all the mar- 
bles you'll see scattered 
about the place. There are 
three different colours to collect and 
you'll need all of these (indicated by 
the percentage meters in the top 
right) before the door to the level's 
exit will open. 

Now. let me tell you something 
about the little darling you have dan- 
gling all sex-like by your side (that's 
your gun, I assume? — Simon). Press- 
ing fire obviously shoots a single bul- 
let, but hold down the fire button 
and you'll let rip with oodles of hot 
steaming lead. And if you move the 
joystick to any of the eight directions 
while holding fire, you can shoot any 
of the nasty baddies which come at 
you diagonally, as well as those 
above and below you. 

At the top of the screen, the infor- 
mation panel shows the number of 
lives you have remaining, the num- 




S 



He's Ruff, he tu 
ing Ruff. As far 

ber of coins 
collected, and 
the current 
weapon with its 
power meter. Your 
energy, displayed as 
hearts, is shown next 
(these start at three with a maximum 
of five to be collected). The last thing 
shown is the marble meter' which 
we have already dealt with. 

What with this being such a skill 
game an' all, you'll need every chunk 
of energy and, er... lump of life 
going — so you'll no doubt want to 
know how to gain some extras. Well, 
there are a couple of bonus lives dot- 
ted around the level, shown as Ruff 
heads, while collecting 1 00 coins will 
also give you another. It's worth not- 
ing that the more dab-handed 
among you. ie those who can shoot 
tons of tin-heads in a short amount 
of time, the coins will actually 
become pick-up icons. Tres handy, I 

trust you'll agree. 

It's worth mentioning that if you 
jump onto the sort of stripy pillar 



mbles, he tumbles while still remain- 
as ruff tumbling goes — he is. er... h\ 
things (do you always have to be so 
technical? — Simon) your position 
will be saved, allowing you to 
restart from, er... thence, should 
you suffer one of the tragic acci- 
dents that are bound to occur. 

You'll also find keys scattered 
around the place. If you collect 
these little beauties and run past a 
lock, they will either make a large 
force-field disappear, thus enlarg- 
ing the area of play by revealing 
new rooms/platforms/places, or cre- 
ate a sort of force-field-in-the-form- 
of-a-platform which will allow you 
to reach those hard-to-access 
places. Useful, eh? 

Oh yes. and I nearly forgot: do- 
it-yourself ladders. You'll probably 
encounter a dead-end with a little 
blue thing on the floor that's all 
pointy and has another thing next 
to it. (That's quite enough techno- 
speak, thankyou — Simon). Jump- 
ing on the aforementioned equip- 
ment will make a ladder grow, as if 
by magic, enabling you to reach 
new heights of pleasure. 



LOADING 

PUTTY SQUAD 

You will actually need both disk 
A and B to play all the levels in 
Puffy Squad, so when it asks for 
the second disk, just chuck in your 
other disk! Crazy huh? 



HELP! 

As you may have gathered, 
there's a ton of stuff In Puffy 
Squad, so just to give you a head 
start here's a list of some of the 
things you'll come across and 
what they do, 

'P' icon 

Summons your space pod down. 
This can be used for as long as 
you have energy. To leave the pod 
hold down fire. II you have Nitro, 
you can drop bombs while flying 
by tapping fire. 

Cheese 

This leleports you to other areas 
on the level. 

Nitro 

Collect this blue jar to give you 
bombs galore. 

Glasses 

These X-Ray specs allow you to 
see where hidden bonus rooms 
are. Just enter these rooms by 
pressing up and fire, then absorb 
the defecting Gl Pups for extra 
stars. 

Shield 

As the name would suggest, this 
shields you for a limited amount 
of time. 

Catfood 

Dropping this will call your mate 
Dweezil. who can be hit and 
bounced on for extra height, or 
allowed to kick you thus leaving a 
big bomb (God, this is a weird 
game - Harry). 

Spring 
Er... a spring 

Music Note 

This calls in Uncle Ted and his 
amazing turn tables. Needless to 
say, everybody gets down when 
Uncle Ted's around! 




PUTTY SQUAD 

System 3 




Well, what can I say about 
Puffy Squad? I reviewed it 
last month and loved it to 
bits — and now you can have a bash 
too. The idea in our enormous eight 
level demo is the same as in the full 
game. There are a number of MIAs 
(Missing In Action — acronym fans) 
to be found and absorbed by pulling 
yourself down into a 'puddle', and 
letting the aforementioned red MIA 
Putties melt into you (which is also 
how you collect items). 

As well as being able to jump, 
stretch and bounce around the 
place, you can select items that have 
been absorbed, and use them to 
set bombs, wear disguises, tele- 
port and, oh, well... tons of 
things really. (Just read last 
month's enormous box out 
for more!) 

As you gloop through 
the levels, you'll come 
across large green crates 
which, when punched, 
release a whole host of 
gorgeous goodies. You' 
generally get some hit-point 
restoring food to absorb, and 
probably a toy or two as well. 
Make the most out of these. You 
also need to spend some time col- 
lecting stars, because more stars 
equals bigger and better powers. 

In the top right you can see your 
energy level, shown by a number of 




Punch/With 
direction to 
stretch/Select 
item while 
melted 



Run 

left/With 
fire to 
stretch/ 
Cycle 
items 
while 
melted' 



Jump/With fire 
to stretch 
up/Jiggle rapidly 
to inflate 




Melt/With fire to stretch down 



coloured 
dots. Each of 
these can take a certain amount of 
damage before losing colour. Once 
blank, you move on to the next dot, 
and when they're all gone you lose 
a life — pretty simple, really. 

Most of the pick-ups can be used 
without limit, but some — such as 
the space pod — are actually pow- 
ered by your energy, so don't go too 
mad or you'll lose a life for your sins 
(the same applies to Putty's 'inflate' 
power too). 

There's a hell of a lot to do in our 
enormous eight level demo (did I tell 
you that there were eight levels?) 
and you'll need to avoid as many of 
the strange and interesting baddies 
as possible — although some will 
actually help you. If you come across 
the little Firework Sprites (red chaps 



with big rockets) for example, you 
can absorb them and then re-mould 
yourself into their shape, awarding 
you with a rocket just as big! 

Some of the MIAs are actually 
trapped in sandbag/wire fortifica- 
tions and need to be released using 
either the Nitro or the Firework 
Sprite (all this will be a lot clearer 
when you come to play, believe me!) 
but most of them are just hidden 
away on the level. 

Once you've collected all of the 
MIAs, a door will appear to take you 
off the level, along with two huge 
hands showing you the way to the 
exit (which can be entered by press- 
ing up and fire). Oh God, there real- 
ly is just too much to explain, so 
please go and have a go — you' 
have a stunning time! And 
that's no word of a lie! 
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OOT SECTOR 




DRAGONSTONE 

Core Design VTV a 

Yes, from the people that takin') The demo has ^^^J 
brought you Heimdall J. everything really; a I 
Heimdall 2. Dsrkmere. Bon fair selection of mon- M | 



es, from the people that 
brought you Heimdall 1, 
Heimdall 2, Darkmere, Ban- 
shee and, er... tons of other brill 
things, comes this rather chunky lit- 
tle plate of devilled kidneys by the 
name of Dragonstone. As you may 
have gathered from the game's title. 
It's a bit of an heroic saga, complete 
with muscle-bound men, nasty crea- 
tures from hell, and bloody great big 
swords all round. 

This may only be a taster, but 
what a taster! I've been playing it all 
morning and I can guarantee that 
it'll keep you going for a fair old 
while (and. I might venture, no mis- 



DIGGER 

Damn. It seems that a few grem- 
lins got into last month's 
coverdisks and erased the Digger 
'Read Me' files. Digger is Share- 
ware, and if you would like a 
supercharged version of the 
game, you can register by sending 
£5 (UK) to: Justin Leek. 26 Foun- 
tains Close Whitby. North York- 
shire Y21 US. Sorry about that. 



takin'). The demo has 
everything really; a 
fair selection of mon- 
sters to get your 
sword into, a few old people 
to patronise in a slow and extreme- 
ly LOUD voice, not to mention a 
damn fine selection of quests and 
puzzles to scramble your cerebral 
eggs. On toast. 

For most of the time you just 
need to worry about wandering 
around slashing things with your 
sword (or shooting bolts by holding 
down fire until powered- 
up). But. should you 
come across some 
interesting area on 
the landscape, or 
perhaps some 
old person to 
knock out of 
your way, just 
tap pity-tap 
your space bar 
and enter the 
menu screen. ^ 
From here you can 
examine either items 
held (by highlighting the 





Got any spare change guvnor? 




Cauldron, cloak, broadsword, primitive hearth, goblets, pewter, and. 
•r. a nice 18 century grandfather clock? Hang on... 



Lost) Amusing 
caption for RPG 
game. Answers 
to the name of 
'Mr Frisky'. Sub- 
stantial Reward. 

bottom windows) 
or the outside world 
(by highlighting the 
top picture). You can also 
use items and initiate conversa- 
tions from here. Just select exit to 
jump back to the action. 

As well as the wandering mon- 
sters, you need to watch out for 
those spitting gits and the aggressive 
plants that open up and shoot pips 
at you. These plants can be killed 
with a few hefty blows, and in fact at 
one point in the quest you will actu- 
ally NEED to kill one (just a slight hint 
there, really). 

tt's worth giving you a few point- 
ers, because this isn't exactly the sim- 
plest of quests: 

1. Like Stonehenge. rings of stone 
carry magical energy, and are always 
worth a quick look (hmmm). 

2. Look for changes in the level of 
tree tops, as this often shows a hid- 
den passageway (double hmmm). 

Anyway, that's enough spoiling 
your fun — grab your party pants 
and let's get it on! 



FIRE Tap to use 
sword/Hold 

down to power up Wa | k 
up shots/Select 
while ui menu. 




LEFT 
Walk 
left/ 
Men j 
left 



DOWN Walk down/Menu down 



OTHER CONTROLS Space Bar to 
enter the menu system 



RIGHT 
Walk 
right/ 
Menu 

nyht 



The Small Print Bit. 

1* Whilst we here at The One 
make every effort to check the 
coverdisks for all known viruses, 
we can accept no responsibility 
for damage caused by viruses 
which may have escaped our 
attention, 

2. The One and its retailers are not 
liable for any unnotified changes 
to the contents of the coverdisks 
which may occur 



R WORLO...GO MAKE 'EM REGRET IT! 






Take a classic arcade game. Add a whole heap of seasoning in the form ol stylish, 
state-of-the-art graphics and four MASSIVE levels of up-to-date action. Stir in an 
Alternative Dimension, exquisitely evil aliens and a heavy-sprinkling of mucho-big 
guns 'n' power-propped planes. Leave to simmer on an incandescent heat 
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CULTY LEVELS! FULLY ROTATING RAY-TRACED ENEMI 

Available on: Amiga 1200 and Amiga CD32 
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A1200 pound minky whale was 
heading straight for the dinghyl 




or 
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...BUT NOT 

BEFORE THE 
MACHINES 

RUN OUT 

There'll be a blank space in 
your local computer store 
where the Amigas used to be, 
come this October. 

Commodore says that stocks will 
run dry at the end of September, 
even if the future of the company is 
quickly resolved. 

David Pleasance said: "We're try- 
ng to put the Amiga in probably the 
best position it's ever had. If this bid 
is successful then we believe there 
could be new bundles here by the 
first week in November. 

"There's enough product already 
in retail to last until the end of 
September — which means there will 
probably be about a month when 
there's no stock around." 

Commodore has been running on 
empty since the International com- 
pany went into liquidation on April 
29. Because Commodore UK is a sub- 
sidiary, it has been able to continue 
trading as normal. Except, of course, 
that the international company runs 
the manufacturing plants, so no new 
Amigas have been made. 

f Commodore UK takes control it 
will bring out the traditional winter 
bundle, and rumours suggest it 
might even develop a new machine 
— most likely an A1200 with CD 
drive — for some time next year. 




SIM AG 



Over at Maxis life is 
cheap — orlf will be 
in a few days, at least, 
when Collection 1 Sim Classics 
is released. 

The pack contains SimCity 
Classic, Sim Life and Sim Ant all 
for £34.99. It's Maxis' first foray 
into the budget market. To mark 
the occasion it has produced a 
package which includes a signed 
certificate of authenticity. 

If you've already got one of 
these games, have no fear. They 
will all be available individually at 
mid-price in September, along with 
A Train and Sim Earth. They'll set 
you back £1 3.99 each. Maxis is also 
busy developing two games aimed 
at the younger player, called Sim- 
Tower and SimTown. Don't get too 
excited, though — there are no 
plans for Amiga ports yet. 



SWEET 
PFA FOR 





■ n a move that even 
fl Kenny Dalglish couldn't 

I match, every professional foot 
bailer in the country has signed up with Krisalis. 

The soccer-mad software company has negotiated a licensing 
deal with the players' union, the PFA, to use the names of all its mem- 
bers and its "properties". 

The first game will be based on such a property — to be called Player 
Of The Year. Released early next year it will involve the gamer taking 
responsibility for the career of a PFA player. The game is obviously still in 
the development stages, but it may include clips from PFA videos such 
as Football In The Community. 

In fact this PFA initiative, which has 250,000 participants, could become 
a key part of the promotions for the game. 

Krisalis remains committed to the Amiga. This game, like Manchester 
United and Soccer Kid, will come out on both floppy and CD32. 



STREETFICHTER 
IS JUST CO 

eat-em-up classic Streetfighter II is 
preparing for a comeback — as a comic 
book. The imaginatively-titled Sfreet- 
fighter II comic is the first to be launched by 
Manga Publishing, an offshoot of the team 
which punts out the Anime videos like teg- 
end of The Overfiend and Akira. 

The comic brings to life E Honda, Ken and 
the other members of planet Streetfighter 
All drawings are by Masaomi Kanzaki 
whose other work includes Xenon. (Is that 
right? — Andy). 

Each issue will cost 95p. and feature 32 IfJjjbB 
colour pages with a pull-out poster. And, 
to cap it all, the first comes complete /»a 
with a free pack of stickers. Hurrah! 

Streetfighter II... base. I'm making my 

final approach... 



NEWS 



SIX OF THE 
BEST FROM 



GAMES ARE NICE BUT 

NOT THE PRICE 




Jungle Strike heads a batch of 
six massive console titles to be 
developed by Ocean Software 
for release on Amiga in October. 
Wahay. hay! 

Ocean has acquired the games 
from Electronic Arts as part of a 
deal which also saw all EA's forth- 
coming SNES titles go Ocean's way. 
The six games are: 
Jungle Strike — a worthy seque 
to the classic Desert Strike. Jungle 
Strike has been in the console chart 
for yonks now. 

Skitchin' — just released on the 
Mega Drive. Skitchin' could be 
described as Road Rash 2 on skates. 
The idea is to progress through to 
the finish by grabbing the bumpers 
of passing cars, dodging obstacles, 
clobbering opponents and negoti- 
ating ramps. 

Shaq Fu - basketball. Big fella. 
Coke advert. Enormous trainers. We 
can only be talking about Shaq. 
sports megastar. But the lofty one 
is not just a basketball player, he's 
also a bit handy in the martial arts 
department (just above haberdash- 
ery, on the left). This game, which is 
also on the Mega Drive, is a beat- 
em-up based around one very nice 
and extremely rich bloke. 

PGA Euro Golf — the latest in the 
classic PGA series, featuring cours- 
es based on the real European cir- 
cuit, and a version of the Canon 



s h oot • o u t 
mini tourna- 
ment. 

NHL 95 — 
it seems 
incredible to 
take in. but 
NHL 95 would 
appear to be the 
sequel to NHL 93 and 
NHL 94. Really? Seriously, 
if there are enough new innova- 
tions, and the same basic high stan- 
dard of the first two, then this could 
be a classic hockey sim. 

Mutant League Hockey — take 
the violent fllpside of the above 
(that's ice hockey, fact-fans — 
which is already quite violent, not 
the girls' game) and you've got 
Mutant League Hockey. 

According to Ocean the deal rein- 
forces the company's commitment 
to the Amiga. Sales director Paul 
Patterson said: "This is a great line- 
up of products, and certainly a 
good deal for all existing and new 
Amiga and CD32 owners. We 
believe it's important to send a clear 
message to the Amiga public that 
we will continue to support them 
with new and exciting products for 
so long as the market remains 
active." Thanks, mate. 





Shakatak... sun, sea, sand and crap hairdos. 



Cannon Fodder... a firm favourite with limbless ex- 
servicemen. Or not. as the case may be. 

ames have ceased to be the enemy of civilisa- 
tion as we know it, says a new report. Well, it 
doesn't actually say that, but it does say that 
39 percent of people think games are "good for introducing 
children to new technology" compared with just 15 percent who 
think they are "too violent". A healthy 29 percent even say they are "good 
fun for all the family." Bit hard to believe, that one. When's the last time 
your mum finished Cannon Fodder? 

The report, intriguingly titled Computer And Video Games, comes from 
specialist research agency Mintel. The company asked people the same 
questions back in 1991, when games were really starting to boom, and 
compared the two sets of answers. 

It's amazing how nice everyone is being about games all of a sudden 
— even all the tabloid-style stuff about health dangers and the like come 
well down the list. The biggest downer for people- is that games are too 
addictive (46 percent) and too expensive (44 percent). Well, they 
shouldn't buy consoles then, should they? 





Left to right: Sensible'! Chris 
Vates, Martin Galway and Jon 
Hare in early chunky sweater 'O, 
when I set sail from Liverpool 
never to return'-type fiasco. 



SHAKE 

A dramatic new version of 
Mindscape's Mega Race. 
which jolts a specially- 
designed control system when the 
game gets rough, is being devel- 
oped for CD32. 

Mindscape has teamed up with 
peripheral maker Logitech to incor- 
porate the new control system — 
called The Cyberman — into its 
highly-rated futuristic racing/com- 
bat game. 

The Cyberman attaches to the 
games machine and delivers dimen- 
sional control (previously only pos- 
sible with keyboard and joystick at 
the same time), not to mention the 
rather strange-sounding "rattle and 
roll effect." 

The game is already out on CD- 
ROM, and will be released for CD32 
in December. The current price is 
£69.99, so expect similar. 

The Cyberman... m tad cyberpricey? 



GAMES 
CHART 

TOP TEN 



(1) Kick Off 3 
(Anco) 

(2) Sensible Soccer Int 
(Renegade) 

(B) World Cup Year '94 
(Empire) 

(S) Beneath a Steel Sky 
(Virgin) 

(_) world Cup USA '94 

(US Gold) 

(4) Arcade Pool 

(Team 17) 

(•) Skidmarks 

(Acid Software) 

(9) Eltmania 

(Renegade) 

(7) Man Utd Premier 

Champions 

(Krisalis) 

(■) Frontier — Elite 2 
(Gametek) 



aJ la 



AMIGA 

STILL SELLS MORE 

Amiga games stilt sell more than any other format despite all the 
uncertainty surrounding Commodore's future. The latest Gallup 
chart figures show Amiga software top with 21 .6 percent, fol- 
lowed by Mega Drive with 19.6 and PC with 1 5. The lead over the Mega 
Drive has actually been increased, although PC sales continue to get 
stronger every month. 

The news was not so hot for the CD32, though. Back in April it had 
nearly half the total CD software sales. Now it trails PC CD-Rom (on 44.6 
percent) with 34.9 percent. But it still tinkles from a great height on the 
Mega CD's 15.7 percent. 

But it's inevitable, really. The floppy Amigas are so well established 
(two million in the UK at the last count) that there's still an immense army 
of us devoted to the machine, and no piddling liquidation talk is gonna 
stop us. No siree. But the CD32 needs to be nurtured, of course, which 
is a lot harder to do in the same circumstances. 




CD32, Preston Grasshoppers 16. 



RATTLE AND RACE 




1 r - i m n f A/fl j * 


fti ft .iff* 
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■= I RST" 

COMPUTER CENTRE 



OPEN 7 DAYS A WEEK 

OPEN MON - SAT 9.30AM-5.30PM 

5UNDAY OPENING..) 1 .00AM-3.00PM 

WEDNESDAY & THURSDAY 
-ate Night Opening 9.30AM-7.30PM 

OPEN HALF DAY MOST BANK HOLIDAYS 



TELEPHONE LEEDS 

24 HOUR MAIL ORDER SERVICE 



D532 3 I 9444iQUNia 

FAX: 0532 319191 

SHOWROOM ADDRESS: 
DEPT. ONE, UNIT 3, ARMLEY 
PARK COURT, OFF CECIL ST, 

STANNINGLEY RD, LEEDS, 
LSI2 2AE 



HOW TO ORDER 

Jrder by telephone quoting your credit 
ard . Please make cheques payable to the: 

"FIRST COMPUTER CENTRE." 
n any correspondence please quote a 
ihone number & post code. Do not forget 
o include the delivery tariff & Dept. code. 
Ulow 5 working days for cheque clearance. 



■All prices include VAT @ 1 7.5% 
'Large showroom with free parking 
■Overseas orders taken subject to status 
'Educational orders welcome 
'Established Multl million pound company 



I RSTcomputer centre (LEEDS)Tel: 053 2 3 1 9444 



CD ROM Drives PRINTERS 



) OVERDRIVE CD-ROM 

g» COl 2 software, Play* Audio CD'i. *howt 
photo CD'*. Plug* Inio PCMCIA tlot 

only £194.99 

••Han (ml un ■ ■■ i.u>h- 

Multispin 2X1 in>»ai £ 1 67.99 

'14SM* Acccuume • ISfKB transfer rate 

TOSHIBA XM340I i„t.rnaia86.99 

' 100M» Accel* lime • J J 0KB traniler rate 

TOSHIBA XM4I0I 

1 J8SM1 Accel) lime * J00KB tranifrr rait- 

nternaUI89.99 ExternaU259.9 < 

Mitsumi FX00 1 I D Dual Speed.,.£ 1 29.99| 
Tandon IDE CD ROM Controller 

for use with Mitsumi only £64.9 

G VP A4O08 SCSI controller £ 1 2. 



AMIGA 500 Plus trade in offer 



If you spend £300.00 

or more with ut you cap trade In an Amiga S00 Plui | 
(or ' I 00.00. Your old Amiga mutt be in working 
order complete with PSU and modulator. 



All our printers are UK spec, come 
[ with ribbon/toner, printer drivers 
(if available), paper & cables/.' 

Canon 

iCanonBJIOsx £181.99 

Later quality output. Large buffer 

Canon BJ200 £231.99: 

) pate a min Speed, ltd dpi. •mall footprint A SO | 
page ihrrtlcedrr 

Canon BJC600 Colour £532.99 j 

new bubble (el from Canon 

Bj 1 0 Autosheetfeeder £49.99 



CITIZEN 



NEW LOW 



HARD DRIVES 



2.5" Hard Drives 
with installation kit 

inc. loftware, cabk-t ami mitructlom 

60Mb.... 4.99 120Mb... '- 1 99.99 
80Mb....*£ 1 59.99 240Mb™*£259.99 

3.5" Hard Drives 
with installation kit 

Inc. software, cabin and Wtitructiom 

| 250Mb.... : 1 84.99 350Mb...'£239.99 
420Mb™-£2 1 9 99 540Mb.- £279.99 

3.S" H/drive upgrade kit no HDonly £22.99 

•JuMAild*IOQG for fitting 



Citizen printers have a 2 year guarantee 

ABC Colour printer £154.99 

Umple (at eaiy ai ABC > to u*e 24 pin printer. Comet 
■< standard with SO sheet Auto iheet feeder. 
Tractor feed optional at 'If 
only 1119 ft If bought without the colour option 

Swift 200 Colour £181.99 

I Same out put a* the 140 but with less laclliilet 

I Swift 240 Colour £2 1 8.99 

14 pin. 2 40c pi draft, 1 0 fonts, quiet mode, 240tpi. 

IProjetll £214.99 

new ink)et printer with built in auto »heet feeder | 

Swift Auto Sheet feeder £79.99 



iTTTTTi EPSON 



Epson LX300 Colour X 1 49.99 

9 Pin SO column colour 

LQISOColour .£209.99 

24 Pin Draft 2 1 6< p v LQ79cp* 

Stylus 800 + .4 349.99 

4S No/lie Inkjet 160 I 140 dpi (man) 100 theet | 

[feeder 

| Stylus Colour™— £499.99 

Colour )A0 ■ )ft0 dpi. 710 . 710 (on special I 



paper) 



UK MAINLAND 
DELIVERY TARIFFS 

•Standard Delivery — £1.95 I 

•Guaranteed 2 to 3 day (week days) 

Delivery £2.95 I 

'Guaranteed Next Day (week days) 
Delivery £4.9S I 



First Comm Bulletin Board 

Vhy not place your order* »n our new bulletin I 
oard. Flr»t comm n not juit a meant of ordering, it I 
l*o give* you accett to read or download technical | 
jpport filet and advice. 

Tel. 0532 31 1422 



EASY ACCESS FROM M42. Ml and thr Al 




fmsTCOM-uTrn 
CENTRE 



rem thr M*J take the M4JI and hilkiw ihe lumoff for 
eedsTrnra, AM Th M wdl merge with the Armtry |Mn 

H" the Ml follow urm lor the M*2 1 (Ignore eilt lor | 

□wn (f iHf f ) take A6J1 t Brt turtioW Irom Mftll 

olio w U gm for A SB. Thai merge* with Armley gyratory 

rom (he A I take the tumoff for the A44. Thk merget with I 
KaASI(br-pat>ingLeedttowncentre>whkhmeett thel 
irmley gyratory. After "Li«v>g World at traffic lighti [ 
■ - ■ • right, left, left igMi. A 2nd left to get to FCC. 



COMPUTERS 



The AMIGA A I 200 

Al 200 Standard pack only £279.99 

**|ht>u| ■ ■ ■ ■ f ■ ■ i' — ■■ * 

Computer Combat pack only £324.99.' 

■tH* lull BH> ll— B» Li. too* I Vltramml M g. MM Ma*>r". 
Olf »• D- firm 4 

RACE & CHASE pack only £289.99/ 

HARD DRIVE VERSIONS 

M „ S " ndar & Ad^O.OO.ocHe! 

Standard pack 

85Mb £439.99 prk eforthe 

1 27Mb £479.99 Combat Hard 

240Mb £519.99 Drive packs 



THE CM AOS PACK! 

•CHAOS ENGINE 

• NICK FALOO CHAMPIONSHIP GOLF 

• PIN BALL FANTASIES 
•SYNDICATE 

only £29.99 or £ I 9.99 

with any AMIGA 1 

THE FIRST 5 GAM E PACK 

«RIANLION BOOL 2 

•DENNIS OS«AR 
•TOTAL CARNAGE 

only £19.99 



The/Wvi/G/\ 4000 

A4OOO 030, DO Mb HD 4M t, RAM £999.' 

A4OOO'0J0.2 1 4 MbHD' 4 Mb RAM....* 1047.99 
A4000/40 

A4000 040LC.I 20 Mb HO' £POA| 

A-lOOO O-IOLC.i I 1 Mb HD , £POa| 

A4000/40 SCSI Tower iy«ermlPOA 
Tht hard dfivt only it not tovcrtd by on tit I warranty | 

«« A-T"Ii i rrunr wn» mojlf 4 I ] "•■» WHa>M 

T»» AI2M4 A'SMcam* iHtli 1 1 MMfel im mrranty Al 
I Ml ihe com* Mih a bwA M IniapW harO *i* MklMk 



HEWLETT 
PACKARD 

HP3l0Portable £229 99 

NEW/HP 520 mono £249.99 

HP S00 Colour £344.99 

L0WPRICE1 HP 560 Colour £479.99 

even faster than the old HPSSOCff 
All HP printers come with a 3 year warranty 



LOW STAR 



PRICES 



StarLClOO colour £1 19.99 

?p(n colour. I fond, IflOrpl draft. 41 cpt NLQ 

StarLC24-IO0 - £l26.99i 

StarLC24-30Col £ 1 99.99 1 

complotr. with automatir thect feeder. 1 91 cpt draft 

IStarLC24-300Col £249.99 

14 pin quality, 2*4 epi draft. 10 cpt LQ. 39K buffer 
eapandlble to 4IK, 1 6 fonti and quk>( ■ ■ tod*. 

Star SJ 1 44 Colour Thermal 

Stunning iffardaMi' colour printer. J PPM, low running cotu| 

only £339.99 
Star SJ48 Autoshect feeder.only £49.99 
Universal Printer Stand only £4.99 



mm 



CONSUMABLES 



RIBBONS 

CltUenSwIftmonnrtbban <* ?* 

CIO* an Swift Colour ribbon f 1 197 

EptonLXl 00 Colour ribbon 

StarLCIO'lOOmono tlbl 

Star LC 100 mono 14.91 

Star LCI (VI 00 co»oor _C7.»» 

SlarLCJOOcolctor _ II 

Star LC14-J0 mono 

Star LC14-JO/100 Colour , 1\ I 99 

llf~lnli Ha miym rihhiwii . II l.ff 

COVERS 

Canon printer cover (pleaie tpeclfy ntoo>l) L i. 99 

Citli rn Sw>fUABC " »" 

MP^OCSiOJSIO — iS-99 

StarLCIOO'100 99 

StarLC24O00/]0 — Ci 99 

Star LCI 0/10 cov*r T14.t9 

PAPER ylrl 4Vf Mr -ft.* IVHoM milt pnnUv or 
puichAsrd tUrrtt frtam th* ihnwm^ip 

Fanfold(tractorf««d).— — S00 Uteot* i* 99 

Fanfold (tractor feed) 1000 theeU l» ** 

Fanfold (tractor r««d) 1000 *h»«»ii7.»V 

Single iheet. S00 theelt M.9V 

Single theet. 1000 tkr.it ifl 99 

Single 'hret u „ 1000 theeUIW 99 



MODEMSktpl 



Think again If you are comlderlng buying a modem 
from anywhere el««- We are probably the largett 
tupplicr of modemt for the Amiga tup ported by a 
wealth of experience. Log Into our free BBS modem 
line for technical and talet. available 14 hours a day. 



*3 Supra 

£3 



[NEW Super fast I is.eoo bps ♦ 14,40 

The bert modem in ia clauf Only £243.99 



V.32bis(l4400 baud.') 

I low cwu HfUon a) (hi ium V) Iht fu 



■< Ma* tm «!»• • *ui mm if tt d>.|>i., 
only £14 1.99 

Supra j-MXf*od*>ni 

I44D0 baud. iikI^iMt. V IUM V 11. V Ub.i VU, VXL MNP2- 
|S, V.*l. V'IMi. CUM I A „..f. Vgflgf 14*00 Group ) 

INK iMhArtW modem igmmi| pM F ■■ hV" * cahte 

only £178.99 
* 

5 PIUS £ 1 1 2.99 

I lwn ttw H» aantinl 1«M wtrh bin dal A io mmMOOiot 
......... -i. h. «r.» ■■<. k ,„!.. (,. i-^. »„.-■ 

I ImiuTiwiNin ipenh. WK>i h*r i\>i-i» (f«X lu)lVa tlfMr 



ICfli nnbnr uitn| llui irr«i >aiue unt modem wtlh aulnitial A 
|r««ai>». 1'MUuAHifH rump. VJ1 BIS InOudn Itm mooam 

I cnmmi «» A cabled 

I Supra mudrmt be" leited hy BABr. Koa»v-r itiey 

I paitomi it mrB ft oflm out perform BABT appnned modami 




....£58.99 



QIKflabatics 

WE ARE PREFERRED USR DEALERS 

S*rivi4jr it* p4w4jofiT»**»M«i to V-kp** X fc*»t* m mi*m USrlt mooaini i uflmr 
I row pf ob*b*r OV mutt io»| r(tnu*r m*j of punhAUnf i lAflT 

Sportster 2496 *Fax. ^ £ 1 04.99 

Sportster 1 4400 Fax.. — .....£ 1 5 1 .99 
WorldPort 1 4400 1 ■" 

Courier V32 Terbo +ra^£334.99 
Courier HST/DuaJ !6.8TerboFax.£527.99 

| *f f i»m th<rtig*M VJ2t*r* >4i trrlK* trttiti 1 Th+j € wiffi * 



MONITORS 



All our monitors are UK spec. All monitors 
come complete with a free Amiga lead* 



NEW! 



mi 



ioJJ PIK 



Thrifamout5tereo,colourmonltorHbaclt. Similar 
| tpec to the old Commodore I0I4S. 

only £229.99 

Tilt and Swivel! Stand only ( V 99 
if you pun hate with monitor 

Microvitec Autoscan 1438 

M dpi. I S/JB KH*. all Amiga modrt, 
AOA cump.no audio, tilt A twlvell 
ttand. 

now only £289.99 

■Free cable for A4000 only 
AI100 cabled 99r.tra 




PREMIER Ink 
Cartridge Refills 

Sale a fortune in 'uniting lotu wiiB your • > i .. i.'. r |ei 
Cnmpirible wilh ibr H>100iSt0. D-.a|.i Plu«. Canon 
BJ 1 0*10/10(1 10 100i lOO'3ia. Siac 1J4I. C i , . , Pru'ei and 
many olhart Fullrang* otcolotin arallabla. 

Single* refill* (22ml) lo.9t 

Twin refill* (44ml) 1 1 2.9* 

Thr*>e colour kit (46ml) tt 1 9.99 

Full colour hit f 86ml) 

Bulk i . till*(l25ml) .- i'24.9* 

Cart ridge-* 

Canon BJ 1 0 SJ48 cartridge 1 1 B 99 

Double life S00 cartridges- £14.99 

HPSS0/500 Colour cartridge £24.99 

Epson Stylus Colour Carlrtdge.___„_.t39.99 

Epson Stylus mono Cartridge X I 7.99 

Epson Stylus 800+ mono Cartridge.—^ I 1.99 
Star SJ 1 44 mono cartridges (3 pack)— C2 1 .99 
StarSJI44colour cartridges (1 pack) -12 1.99 

pi iMeUaneom 

Printer Switch Boa 1 way 1 1 2.99 

Printer Switch Box 1 way.. . , — — 1 1 '.99 

Primer Standi (Univer*al> t- if. 99 

1 Metre printer cable — ie.99 

S Metre printer cable 1. 99 

lOmetreprlntercable (12.99 



w. recommend) you confirm price* 
before placing an order. E&OE. 



^ ' "~ ^f^*^ gag^^ 



2% surcharge on AMEX 



PRIMA AI200 REAL 
TIME CLOCK 

check for compatibility only £ I 3.99/ 



ROMBO PRODUCTS I SOFTWARE 



3 YEAR WARRANTY!/ 

A500 5 I 2k RAM 
expansion (no clock).£ 1 9.99 
A500 Plus I Mb RAM 

expansion £34.99 

A600 I Mb RAM expansion 
(with clock) £39.99 



32 BIT RAM (for A4000 etc) 



1 Mb SIMM 

2 Mb SIMM ™ 

4 Mb SIMM...NEW10WPRICE.'. 
8 Mb SI MM.. NEW LOW PRICE.' 



RAM & CUSTOM CHIPS 



Delu«? Paint 4 AGA 

Distant Sum 5 . 

Personal Paint V4 

Techno»ound Turbo — 
Trchnovound Turbo 2- 



1 19-99 

os.w 



tIB.W 

__£2$?« 

Word— orth 2 AGA with Print Mgr A Day Tu Day I 

Planner " » ' * 

X Copy Pro plui hardware.-... -1 J 5 , W 1 

Workbench 2. 1 toftw are and 2.0* HOM upgrade 
I i ■ i - with manual*) 

only t?4 99 

Workbench 2.0* wft"*rr and 2-0* ROM upgrade 
(complrtr with manual*) 



SPEED 


PLCC 


PGA 


25Mhz 
33 Mhz 
40 Mh; 


C4S.99 
£53.99 
i 106.99 


£49.99 
£89.99 
£129.99 


50 Mhz 


N/A 


£137.99 




Penonal Paint 4 only 1 1 • SCO 
•henpurcru^wsthaTabby! * mw 7 



AMIGA 
COMPUTING 
AUGUST M 
The amuing new 
graphic* lab** I tor thr 
Amiga dt vtMped wltli 
Ih* htlp si Flnl 
Computers 84* rau-d 
in ST Form* I January 
»!-•! Rtninri* 2.04 
WB If ibave 



I mb by 8/9 SIMMS (I Mb) £34. 99 

4 Mb by 9 SIMMS (4 Mb) £ 1 44.99 

I Mb by 4 D R AMS( I Mb) ~£19.99 

I Mbby4ZIPS(l/2Mb) .-C3-.99 

2S6by4ZIPS (each)£S.W 

256by4 DRAM<DILs) (each)£S.99 

DKB l202AI200RAMboard £84.99 

t .■ . ■. ] 12 bit SIMM*. Ha* an optional FPU. 

Sec above for price* I 

Kick-start 1.3 „ „..£23.99 

Ktck5tart 2.04 .£28.99 

Kickstart 2.05 (for use in A600)...£28.99 

Fatter Agnes 8372A £26.99 

Super Denise...... £18.99 

657 1 -0326 Keyboard controller^ 1 1.99 1 
CIA B520A I/O controller 



AMIGA 1 200 RAM 



PRIMA CO-PRO & RAM 

Realise the full potential of your AI200 with 
thii trapdoor eapaniion. inc real time clock 

1 MB RAM Itl-M 

2 MB RAM M 19.91 

4 MB RAM ,., 

8MB RAM 'J2».8f 

1 MBAU MM* CO PRO _- ill*. ft 

2 MB ft 1J MHtCOPRO , 1114.99 

4 MB ft 11 MM. CO PRO „.«!• 

8 MB a JJMH.COPRO <JJ».«t 

FULL 2 YEAR WARRANTY 



SCANNERS 



Alfa Data Alfa Scan 

I hand held Manner with 2SA grey*cal**anduptoB00 

D| " only £ 1 14.99 

Or £139.99 wilhOCRloft-arr 

Alfa Data Alfa Colour Scan 

18 b>I Manner wtth 254K cotoun inc colour correction 

only £329.99 
Power Scanner V4 £119.99 

I Wuh the latest venkm 4 Ww tor bright A sharp grey seal* 
perforrnancr Fleiible Manned imagedisplay manipulation 
option*, phn Clean up, embolden, resiir 8 the 

s Colour version only £239.99 

EPSON GT6500 Colour Flatbed 

only £564.50 P hont<or«mih 
|Art Department Pro Scanner S/W..£ 1 09.-9 

compatible with Ep*on ES100C. ES800C, 
ES800C. GT6000, GT45O0 a GTIOO0 



VIDI 12 Real Time £134.99 

Real time colour digitizing from any vldeoj 
*ource. Full AGA tupport 

VIDI 24 Real Time £204.99 

24 bit quality real time colour digitizing f rom 
any video *ource. Full AGA support 

VIDI 12 AGA£59.99' 

Full support for AGA chiptet. Colour Image* I 
captured In lo*» than a second, mono Image* 
In real time with any video *ource. 
Multitasking */w. cut A paste. 

VIDII 2 Sound & Vision AGA 

with built In M*gami. Master £98.99 

TAKE 2 £35.99 

Feature* include load and save from D. Paint | 
animation* and IFF file*. Support* HAM graphics. | 

Megamix Master £26.991 

0 bit. high *p*t »ampler. Special effect* include 
echo that can be added in real time, fully mult«a*hlng | 
A easy to us*. 



ACCELERATORS 



VIPER 68030 TURBO only £ 1 59.99 

elOlO accelerator running at 2BMh* 
cipandible to 8 Mb 12 Bit RAM (tee RAM prltei) 
Optional SCSI adaptor. 

ADDITIONAL RAM FOR 
VIPER BOARDS 

Juit add the price of the RAM to the Viper 
board to get your configuration prko 

1 Mb SIMM £39.99 

2 Mb SIMM £95.99 

4 Mb SI MM... NEW LOW PRICE/. .£139.99 
8 Mb SIMM. .NEWL0W PRICE! £269.99 

SUPRA 28 ACCELERATOR 
for the A5OO/A50O+& A 1 500/2000 

21 Mhi, u*e* AS00 *ide port *o there ia . 
no internal fitting 

only £144.99! 



PRIMA ROM SHARERS 



BUSINESS 



CD ROMSOFTWAR 



i ' Bu Collection—— 
' 6*1 Contitniaiion. 
lAaafcMl 



CDE>rhaner 

I (uroMene— 



Go*d**h. 




MuHimedia T ooH.it (by W-rd Soence) 

Network CD . 



Se»u— linum ...... 



MISCELLANEOUS 

| Distant Sum S 

(CAD 2000 — — 

MUSIC/SOUND 

Clar*ty I a sam p ler, - 

Ovtoie Mtiui C on strut ihx> Set -2 

Pro Midt Interface by Mkrodeal 

Techno Sound T ur hn — — — . 

Techno Sound Turbo ] . . — — - — — 

PROGRAMMING 

«wn Pi»*n_ooal — ■_■■ — ..— 

Amo* ■ '■ •■ ■ - ■ ■ ' ■ ■ > i ' - ■ " 1 ■ i - 1 ■ * 

Bill Brae I 

Devpat l .. 

EaiyAMOS 



. ..us.n 

. 191.99 



1 105.9* 

___flMf 

tii.*» 

125.99 



(47 ee 

114 



___aUl.?e 
ISO 91 

—J2A.> 



PUBLIC DOMAIN Top SO 

frOm £ 1 .50! (mony more tl«ej ovoitoble) 

4 



AmiBue P'O • 

OnhSalvVl 

O-CopyVl 

EdwordProV4_. 
EaiyCakPhiv — 

E-Typel^ 

F<rttM«*hd»k2.. 
GrapevMeir 

R**ok»Ck I -J. 



ICE &TRACKERBALLS 



SUPRA A500 RAM 



■ 



l*t„|_y Ih* btvrrib 

1Mb pop to 2 Mb 
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Letters 
The One 

30-32 Farrtngdon Ro*d 
London CC1 3AU 



Letters really are the 
bizzo. What other 
form of communication 
can express such a vast range 
of emotions? None, that's what. 
Forget old Bob Hoskins and his puke-inducing "it's good to 
talk" adverts, put pen to paper and let people know exactly what you think. 
And if you've got an opinion on anything to do with Amigas, The One, or the Gold 
Blend couple then send them to us at: Letters, The One, 30-32 Farringdon Lane, 

London EC1R 3AU. Thanks. 



IVi Clin. 



Liter. 
The ° B * 
30 



"I LISTEN TO 
CARTER USM QUITE 
A LOT" 

Dear The One, 

I am writing to display to you my 
great boredom and rather crap 
attempt at typing. I haven't got an 
Amiga, if that's of any use to you. 
but my brother has. I don't play on it 
much but I listen to Carter USM 
quite a lot and to lots of other good 
bands too. 

On page 55 of the July issue it says 
I can make very nice things with 
mushrooms and onions and toma- 
toes and potatoes but that is a big lie 
because I can't. And I think it is very 
true to say that nobody in the entire 
history, now and in the future of the 
whole of everywhere could possibly 
make anything nice that was mush- 
roomy too. Today I went to the shop 
to get the new single by The Family 
Cat but it wasn't there so I will have 
to get it some other time. 

I've been thrown off the typewrit- 
er [at this point, dear readers, the 
missive changes from an attractive 
typewriter font to plain boring hand- 
writing — Simon.] so now I'm using 
a pen and I'm still bored. I am now 
going to say Hullo to Neil Jack from 
Fife because his letter was very pret- 
ty. Hullo. 

A few weeks ago I placed lots of 
lentils in a big long line along my 
window sill with some Smartie 



tube lids full of sugar and salt for 
decoration. It took me ages and my 
mum laughed at it. If anyone has got 
any spare Smartie lids can they 
please send them to The One and it 
can send them to me. Thank you very 
much indeed. 

Gallons of love and guts, 
Lisa Hall. 
Moray. 

Erm... please don't send us any 
Smartie lids. Unless the letters print- 
ed on the underside can be rear- 
ranged to spell rude words. Thanks. 



"I WOULD BE WILL- 
ING TO PAY YOU" 

Dear The One, 

Having entered your crappy game 
competition, the thought occurred to 
me that you must have many games 
which you have no use for. 

Having a competition would be 
one way of getting rid of games, but 
what about the others? [Go on. No. 
please — Simon). 

Do you throw them away or sell 
them? [Ah. how did I know this was 
coming? — Simon). 

If you do get rid of them. I would 
be willing to pay you for games 
because I only want original games 
and I can't afford new ones. 

James Roberts, 
Fareham. 



Altogether now — aaahhh. No, seri- 
ously, James (or can I call you 
Jimmy?) we never throw games 
away, not even the crap ones. We 
give away about 15 games each 
month (on average) as competition 
prizes, compared to roughly ten 
which we actually review. So. to be 
honest, we don't usually have 
enough for ourselves (sobl). So you 
see. we couldn't sell any to you, 
much as we'd like to. 

Maybe you should try writing to 
the Smartie woman (see Letters, this 
page). The two of you would proba- 
bly get on like a house on fire. 



"ITS DAMP, LOUSE- 
RIDDEN FRAME 
GAVE WAY EASILY" 

Dear The One. 

The twin suns of Pantaloony pierced 
themselves on the lofty bas-reliefs of 
the Snotfirrith Fortress, spewing 
forth a red light the breadth of the 
horizon. Colon the Barbarian adjust- 
ed his negligibly-sized loincloth and. 
muscles rippling, held aloft his huge, 
battered rune sword, a silhouette set 
against the blood-crimson sky in 
melodramatic defiance to the Satan- 
ic enchanter who had stained the 
fighter's soul with his critical, pes- 
simistic, black tongue. 

At Colon's tattered leather boots 
lay the remnants of the Pennite 



army, scattered in undignified heaps 
of shredded flesh. As the ice of mid- 
winter mingled with the dark, stink- 
ing blood, the impressive image was 
shattered as -Colon slipped and fell 
awkwardly. "Ohh, bugger it," he 
cursed, scrambling to his feet 

A short, cumbersome limp later, 
he reached the Snotfirrith Fortress 
and scaled its high walls. Any other 
fool would have used the door but 
you've got to be dramatic, haven't 
you? The aging warrior now trudged 
through the dejected trash that lit- 
tered the floor with a rising sense of 
nausea. Amongst the half-eaten 
hunks of rotten meat lay human 
waste, discarded, rusted weapons 
and, worst of all, an original copy of 
Robotron. But it was at the sight of a 
really bad version of Asteroids that 
Colon retched violently. 

At length, he reached a corridor 
with lit torches. Judging by the pun- 
gent stench, he decided he had no 
wish to find out the source of fuel 
the torches used. The corridor was 
perhaps in a worse state than the 
rest of this sad, neglected fortress 
and Colon was beginning to feel 
sorry for whatever foul creature lay 
at the end of the corridor. As his ears 
strained, he heard a pathetic whinge- 
ing, a kind of deranged, pleading sob 
and he knew he had reached his long 
journey's end. 

An ancient door stood before him 
chased with intricate symbols which. 
Colon couldn't help noticing, bore a 
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startling 
resemblance to 
those Space Invader bad 
guys. Its design was a nice 
enough one but too archaic and 
basic for Colon's liking. Its damp, 
louse-ridden frame gave way easily 
to the veteran fighter's powerful 
arms. The room beyond was filled 
with filth. Boxes and boxes of sad 
8bit games that people are always 
nostalgic about but are altogether 
pretty bloody crap when you play 
them nowadays, all smeared in some 
form of viscous, mucoid drool. 
A sorrowful whimper brought 
Colon's gaze over to a crumpled 
lump of rags and unwashed flesh, 
tucked away in the corner, forgotten, 
like a dirty secret. It clutched July's 
issue of The One. Heresy, how dare it 
profane the holy pages of The One 
with its poisoned words (or wrods!). 
In disgust. Colon raised his rune 
sword which bore the simple, 
inscribed legend 'Amiga' and ended 
elderly Gary Penn's useless, pitiful 
life. The sentient rune sword chuck- 
led. It would live forever. 

Stephen Boyes, 
Cleveland. 

I'd try and refrain from reading the 
WiP intros, if I were you. Stephen. 

"I'VE GOT NO GENI- 
TALS SOCCER" 

Dear The One, 

Not being an Amiga owner, I know 
little about its 'ware' being hard or 
soft, but my little brother on the 
other hand spends hours a day in 
front of the screen. What he is doing 
is beyond me. 

In your reply to Scott Donnison's 
letter, you advised him to get a life, 
but do your readers have lives? In 
five years you hope to have written a 
book — what on? I'm sure all you 
people know about is controlling lit- 
tle men with super-human abilities 
around a screen. Is this escapism? I 
think so.My brother is probably typi- 
cal of all your readers and therefore 
the 'Git of the Month' Award should 
be occupied by pictures of them. And 
I'm sure that you think your attempt 
at sarcastic wit is funny when you 
respond to the 'Git' letters, but 
unfortunately for you, you won't win 
any medals for it. 

Plus, I notice there is a game called 
Sensible Soccer. No, no. no. Sensible 
Soccer is played on a football pitch. 
The game Sensible Soccer should be 
called 'I've Got No Genitals Soccer'. 

Plus, on the cover of your July 
issue, you said that inside are 'the 
hottest reviews'. I suspect they are 
hot only because you and your read- 



ers have been rubbing them all 
over your naked bodies. Well, 
nothing wrong with that — comput- 
er users have got to get their satis- 
faction somewhere, haven't they? 

As an alternative to using Amigas. 
I suggest that you try to fit in a good 
book now and again, and a good 
walk can do no end of good. Perhaps 
if you have enough people, may I 
suggest a game of 'Twister'. 

Save trees. Stop printing your 
f"****g magazine. 

yours reasonably sincerely. 

Ray V. Gloss, 
Newbury. 

Stop printing your what magazine? 
Falling? Flowing? Feeling? Fan-tas- 
tic? Please explain. 



"NEIL JACK FROM 
FIFE! KEEP WRITING" 

Neil Jack from Fife! Keep Writing! 

The Bogieman, 
The Netherlands. 

What exactly are you trying to say? 



"PLEASE SEND A 
MAP OF BRITAIN TO 
CHINNY HILL" 

Dear The One. 

I'm writing, as a true blue Scotsman, 
about the 'English Commentators' 
Fever' which seems to have infected 
the computer games software indus- 
try at the moment. 

Having spent four years working 
in England, 1 got rather annoyed at 
having to listen to the commentators 
bragging about how "utterly world 
class" their little football teams are. 
Now that I'm back in Scotland I'm 
shocked to discover that the biased 
view has affected the software com- 
panies also. Sierra Soccer, for exam- 
ple — why the hell are England there 
amongst the 'qualifying' teams, 
when there are no other.'non-quali- 
fying' teams? Why was it that the 
two demos of Sierra Soccer I saw had 
England vs. Holland (that match!) 
and England (again) vs. Republic of 
Ireland? Of course, the typical English 
response would be that everybody 
loves the English. 

To further enhance the problem. 
Premier Manager 2 has some Scot- 
tish sides available for friendlies and 
European matches. All classed as 
"Very Good **•*•". This includes 
Glasgow Rangers who beat Leeds 
(twice) during their unbeaten Euro- 
pean Cup run in 92793. 

The last straw, and the one which 
prompted this letter, was the fifth 
part of your Sensible World of Soccer 
feature. Screenshots showing buy- 
ing/selling players have this: 



./ Barnes (Eng), Walters (Eng), Rush 
(Walt. Baggio (Ita), Hendry (Eng)??? 

Try telling that to Colin Hendry 
when he's defending for Scotland. 
Can we expect to see: Gascoigne 
(Scot) in the final game? 

Please, Sensi, sort all the errors out 
before publishing the game. I love 
Sensible Soccer, and I'm really look- 
ing forward to SWOS. but I'll think 
twice about buying it if it's full of 
Pro-English bugs! 

By the way. if I win a prize (which 
I won't), don't send it to me. Instead, 
send a map of Britain to Chinny Hill 
to remind him it's not all English. 

Brian Hendrie. 
St Andrews. 

Chinny Hill? I hope you're not talking 
about Sir James Hill, knowledgeable 
football commentator and all-round 
fashion and trend setter. He's our 
hero, you know. 



"I WOULDN'T 
PUBLISH THAT IF I 
WAS OCEAN" 

Dear The One, 

I would just like to get a few things 
off my chest (Probably some hairs, at 
a guess — Simon]. 

Firstly. Sensible Soccer is rubbish, 
it doesn't even come close to the 
realism offered by. say, the first 
Manchester United game or John 
Barnes' Soccer. 

Secondly, that Kid Vicious thing 
you previewed looks bloody rubbish, 
I wouldn't publish that if I was 
Ocean. I can tell you. 

Thirdly, what a load of over-rated 
twaddle Doom on the PC is. I, for 



one, am glad it's not coming ou 
on the Amiga. 



Also. Heimdall 2 looks crap — my 
three-year-old nephew could draw 
better graphics than that. Where's 
the gameplay in Cannon Fodder? 
Could someone please tell me 
because I can't find it. And as for 
Sfreef Fighter 2, when oh when are 
people going to realise it's a load of 
badly programmed rubbish with dull 
characters nobody cares about? And 
it looks like it was written in BASIC 
on a 48k Spectrum. 

But enough of this! I don't want 
to be labelled as a 'Moaning Minnie'! 
Let me take this opportunity to thank 
Psygnosis for the excellent Last 
Action Hero — at last a film licence 
with balls. It's by far the best use of 
a licence since the magnificent Cool 
Worldl Any chance of LAH2? Also, 
any news of a follow-up to Gremlin's 
meisterwerk Plan 9? Nearly two 
years on and I'm still struggling 
through this chuckle-filled challenge. 
Excellent stuff! 

Finally, could I just congratulate 
you on a brilliant magazine, streets 
ahead of the competition. I was a 
dedicated Amiga Force reader but 
since its sad demise I feel The One 
has lifted its mantle as undisputed 
world Champion Amiga mag. And I 
know what I'm talking about. 

Love. 
M. Minny. 

I think this is as good a place as any 
to end this month's delights. Next 
month we'll be introducing a new 
section to the magazine where you 
get to ask us any question you like 
and we'll endeavour to discover the 
answer. It can be on any subject 
including — yes! — Amiga games so 
get scribbling to: Questions! The 
One, 30-32 Farringdon Lane. London 
EC1R 3AU. And keep those let- 
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ters coming as well. 



MM 



PLEASE SEND THEM BACK TO ME" 



Dear The One, 

I've got a problem here, now that 
I have bought your magazine. In 
this magazine were two diskettes 
with the game Empire Soccer, Sen- 
sible Soccer International. Out to 
Lunch and Quick but I don't have 
an Amiga I have an PC. If these 
games are also on the PC can I 
exchange these diskettes for the 
one which work on the PC. Please 
send them back to me, if you have 
the ones for the PC. Anyway your 
magazine is very good, and the 
answers off the competition were 
easy: 

(1) John Major. (2) 1066. (3) 1945 

Mr [unintelligible scrawl — Simon.] 

Holland. 



Erm... close the magazine for a 
second and peruse the cover for a 
moment or two. Spot anything 
interesting? Yes, that's right — 
The One Amiga. Not PC. Now take 
a long, hard look at the disks and, 
more specifically, that bar down 
the left-hand side of them. Notice 
that it says "Amiga". Not "PC". It's 
easy to see how you got the two 
confused, after all, one has five 
letters and begins with an 'A' 
while the other, er, doesn't 
Thanks for buying the magazine, 
though, me old Dutch. 
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■ "....AWESDME 

"....Breath Taking...!" 




"....Heart Stopping...!" 

R game to die for! 
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FEATURE 



"We're going to do a quiz/' said Simon. "A test to sort the wheat from the chaff, the 
men from the boys, and the real programmers from the land of the thick people." "But 
who shall do it?" asked the heaving throng. "Andy Nuttall," replied Simon, "because 
he's a bit of a spanner head." And sure enough, he was. 
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fhe Lotus Trilogy... great games, but how much does Shaun Southern, 
the programmer, really know' 

5™ 3 6 




FOR 10 



Jimmy While's 5no< 
a programming flu 



INTRODUCING. ..THE CONTESTANTS 

We just luurve name-dropping here at The One. Dincey, Monty, Bray- 
brookey, urn, Motyneuxey... we really mix with the jet-set. However, 
we realise that not everyone can be as great as us, and that's why 
we've provided — just for you — this exclusive team photo of the 
Brainiest Prog hopefuls, taken at the entrance to the Quiz-chamber. 
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Some of those programmer- 
types, they must be bloody 
clever, eh? Look at some of the 
games around: Jimmy White's Snook- 
er — now that Archer MacLean. he 
must be pretty intelligent. Then 
there's Kid Chaos — try to match 
Shaun Southern in the brains 
department and you'd come a 
cropper, I'll be bound. And 
Populous 2 — well, Peter 
Molyneux must have a head 
the size of a planet. 
But hang on, just how clever 
are they? Do they really know as 
much about the Amiga as their 
games would suggest? Although we 
love them all, we don't think some 
of them are half as clever as they're 
made oul to be, and per- 
haps it's about time 
we exposed them 
as the bunch of 
thickies that they 
are. So, shunning 
the obvious "does 
anybody really care?' 
thoughts, we decided to 
put them to a test. A quiz, in fact, 
which we've tentatively titled the 
'1994 Brainiest Programmer in 
Britain', er, 'Quiz'. 

To be fair, some of the would-be 
'students' we asked to do the quiz 
hadn't actually programmed an 
Amiga for some years, but they 
bravely agreed 
to take part 
anyway. The 
Great Peter 
Molyneux. for 
instance, 
had no 




Back row. left to right: Jason Perkins, Shaun Southern, Peter 
Molyneux, David Braben. Front row, left to right: Michael 
Montgomery, Andrew Braybrook, Mevlut Dine, Simon Byron, 
Archer MacLean, Julian Jameson (Jools to his fiends). 



delusions at all about grandeur. "I'm 
thick, you know. Really. I haven't 
really done any 68000 stuff since 
Populous 2." 

Hold on a minute! What's a 
68000, then? Well, while you're 
reading this article you'll probably 
come across a number of terms that 
might seem a bit, er, techie. We're 
not going to explain them — 
indeed, we don't even understand 
some of them ourselves — but 
hopefully they won't spoil your 
enjoyment as you witness Britain's 
top programming talent quite liter- 
ally squirming in their rickety exam- 
ination chairs. 

"Is it really technical? I'll be real- 
ly bad at it, then. I'm crap," predict- 
ed Mev Dine. Is this really 
the man who 
designed and co- 
wrote First Samu- 
rai? And how 
about the up-and- 
coming brilliance of 
Ruff W* Tumble pro- 
grammer Jason Perkins? 
Reduced to tatters under the threat 
of The One's spotlight, it seems. 
"Oh, I've done nothing on the CD32 
or the AGA chipset," he wailed as he 
prepared for the first question. 

Even Archer MacLean, a veteran 
programmer we should all recognise 
for Dropzone and Jimmy White's 
Snooker, became nervous when 
faced with our questions. "In the 
past two years I've had to think 
about NES, GameBoy, Master Sys- 
tem, Game Gear, ST, PC, Mega Drive, 
SNES, Saturn, PSX. And the Amiga 
to some extent because I had to 

^ fc remaster Snooker. So you 

iwan understand, I'm a bit 
fui ly!" Great Big Showoff. 

Cast your eyes over the 
page {metaphorically, not 
physically) and you'll find the ten 
fiendishly technical questions 
which make up the quiz in the 
first column. If you feel that you 
could be a part of the British pro 
gramming elite too. then perhaps 
you might like to 'have a go' your- 
self. Before you look at the 
answers, jot down what you 
think. No peeking now. 
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ANDY 
BRAYBROOK 


ARCHER 
MACLEAN 


DAVID 
BRABEIM 


1) What shuuld regular dO 

■ b iilf Jill la li #IUII fii iiiiun 

the uraphics. library lor an 
A1200-specitic program? 


Er, 1 need the version number, really. You 

iry iu open inf vtniun n uniuvi mai yuu 

need, and if it's got a greater one than the 
one you need you're okay. So. on an A1200 
you need at least 39 in there. 

2 


Is this using the operating system? I've never, 
ever used thr ooerjtina svstem on an Amioa. 
The first thing I do when I write any program 
is to completely chop it out, and use my own 
code. The operating system*!* immensely inef- 
ficient, and any good Amiga programmer will 
bypass it completely. 

a 


Well that's a stupid question! You're proba- 
bly looking for 39, because if you call it with 
34 or so, it would be backwardly-compatible 
with earlier machines. If you call 31, which 
was the original A1000. you'd be asking for 
31 or above. If you go with 39, you're asking 
for 39 or above, so It won't work on earlier 
machines. 




it nn.l 11 the name of thm 

oik (hip c ...I. ..I in the 
Amiga LD32? 

ruKliii.ixtl" • 


Erm, well, it's the chunky or the planar chip. 
It's probably got one of these woman's 
names as well, hain't it? Bridget, perhaps? 

u 


Er. well it will probably have something to do 
with pulling data off the CD... or it could be an 
FMV chip. 

21 


Oh. it's got lots of silly names. 1 don't think 
it's actually an extra chip — it's just some 
space they had on another chip. It's the piece 
of hardware that does 32-bit data conversion 
into 32 pixel values. They did give it a name, 
but 1 don't know what it is. 




1) Hum* many bit plane 
fetch modei are there on 
an ASUu/600? And on en 
A 1200? 

'Omit •■ nmOf J 


That's a tricky one, because 1 don't know 
what you mean by "fetch modes." 1 would 
have said 1, but it depends on my interpre- 
tation of the question. On the A1200 it 
should. 1 think, be 4. 

i 


Fetch modes? What are you talking about, scan 
lines and stuff? Well, you can have up lo five 
bit planes on an A500, so presumably there are 
five... oh. you said modes. Ah. well, there 
would be quite a few, probably — and more 
on an A1200. 1 keep thinking back to the days 
of the Atari BOO, which was very similar to the 
Amiga — some of the chips had the same 
names, and some of the hardware — it was 
partly designed by Jay Miner, who worked | Q 1 
on the Amiga. Did you know that? 


This could mean several things. It could be 
how the hardware fetches, or how it appears 
to the processor. The answer's 1 on an AS00, 
and... 2 on an A1200. 1 think. 

3) 




4| Wn-l is the 68000 VBR 
rafjllttf ' What mould it 
cuntein on en unexpended 

f'o*ntk «« ail iBIe A 


The Vector Base Register. On an old 68000 
the track vectors and stuff have to be at 
location 0, but on a 68020 you can put them 

unywnvrn yuu warn ubinip inr von. jv, mm* 

ferent tasks could have a completely differ- 
ent set of vectors. The 68000 doesn't have 
one. because it's a 68020 register. 

U 


VBR? Oh. blimey. It sounds like something to 
do with buffer control, or something. Vertical 
Blank Register? Oh, hang on, it's probably a 
Vxrtnr H.ivi- thinn isn't it? Likr on the PC. VOU 

V V\. \ \rF > u 11 1C UHIIUi I'll \ HI ■ JT ^ m 

can have a fixed offset which adds on to all 
the address commands. It's there for multi- 
tasking or multi-interrupt -type systems. 
Probably. Is that right? On an AS00, it 
would contain the value 0, if it was there a 1 
at all. 


It's a register in the 68010, 68020, 68030 and 
68040 chips. It's called the Vector Base 
Register, and It's for storing the position of 
hardware vectors which, on the 68000, are 
always at 0 You can run a later version of 
Ihe operating system on it. if you're running 
with an accelerator card. 

3) 




5) How many hardware 
tpittvk ere there on en 
A1200 end A5007 Lift the 
maximum horirontal site 
ol each sprite. 


Right, well they've both got 8 sprites. On an 
A500 they're each 16 pixels wide, and on an 
A1200 they can be 16, 32 or 64. 

a 


B, 1 think. Or are there 167 No — 8. On the 
A1200 — ooh, 32, 1 reckon. As for the sizes, it is 
16 on an AS00 — 1 know that! — and that's 
probably the same on an A1200. 

1 


8 on an AS00, and on the A1200... wait a sec- 
ond. 1 think it's still B, but I'm not really a 
sprite person. The sins? Probably 16 on an 
AS00, and 1 don't think that was improved 
for the A1200. 1 didn't really try it, though, 
because 1 only-used It for things like mouse 
pointers) 


6) What does IDCMP 
stand tor? 

-in. ...... j 


Can l just write that down? (Silence] Erm... 1 
have no idea. 

OJ 


What is it. like an acronym or something? Can 
you give me a clue7 Interactive Data 
Compression, er. Ratio? 

21 


Ah, erm, I've heard it's to do with the CD32. 1 
think it's a mnemonic lor one of 
Commodore's drivers; I can't think whether 
It's for the battery backed RAM or 
for the CD. -2U 




r) Whet dues AOA stand 

IOf?'<- -«<« ' 


Advanced Graphics Architecture. 


Advanced Graphics Adaptor, or 
something. 


Advanced Graphics... arm, either Adaptor ^ f 
or Architecture. Architecture, probably. 




01 On en AS 00. if your dis- 
play fetch start wet set to 
S28. how many hardware 
sprites would you be left 
with* It*** - 


That's normally the sort of thing I'd look up 
in the hardware manual' With S38 you get 
them all... um. 1 think you'd get about 5. 


Ask Andy Braybrook! Whatever he says will be 
right. Hang on, what was the question again? 


You'd still have all 8. 1 don't think S2B would 
affect it. 

[01 




9) How many lectori can 

you out of « track 

on e OD dish, while still 

(vleming e reasonable 

reliability? 

r uinb 4 * j . jij.. j 


Well, a standard Amiga uses 11. but I think 
you could probably push that up to 13 or 

so. 

OJ 


I'm an expert on this subject on the ST, 
because 1 had to write directly to the drivo 
control circuit. But on the Amiga? Oh, about 
10, 1 would imagine. 


It depends on what kind of error you can tol- 
erate. I'd guess at 24. Oh. sorry — that's for 
HD disks. 1 think it's 12 tor the PC, so ifs 
probably 12 on the Amiga too. 




10| Whet is Enforcer used 
lor? 

1 Ulltll atallablb t 


Oh, this is one of those silly programs that 
Commodore has for tracking down bugs In 
the operating system. 1 think it checks to 
see if you've made a write to a low part of 
memory, or something. If s not something 1 
use. 


Er, I've never heard of it. 

OJ 


It depends on what kind of error you can tol- 
erate. I'd guess at 24. Oh. sorry — that's for 
HD disks. 1 think it's 12 for the PC, so it's 
probably 12 on the Amiga too. 

3 




Tie-breaker: 

Who's best. Mario or 

Sonic? 

No utililli -■■i.i..- il ■ 
a trick cuoiiO" 


TOTAL SCORE: 16/23 

Tie- breaker: 

Oh dear, oh dear. Mario's certainly got * 
more illustrious career, hasn't he? He's been 
around longer, and he's become a superstar 
because of his tame, as opposed to Sonic 
who has been heavily hyped. I think Mario's 
done more, what with his Karting and 
Painting, and he was around In the arcades 
originally... so, Mario, then. 


TOTAL SCORE: S/23 

Tie-breaker: 

Why don'l lions and tigers fight in the wild? 
The simple answer is because they live in dif- 
ferent continents — and Sonic and Mario are 
the same. Sonic's huge in Japan but smaller in 
the Stales, while Mario's the other way about. 
If pressed I'd have to say that Mario's the best, 
because he's the first plumber to ever make 
me sweat — back in the days of Donkey Kong. 


TOTAL SCORE: 14/23 

Tie-breaker 

Well, that's a dreadful question! (laughs). I 
can think of some rude answers. I'll have to 
say neither, really. It's like comparing Tom 
and Jerry and Bugs Bunny — totally irrele- 
vant. 





JASON JOOLS 
PERKINS 



FEATURE 




Ohhhh... I know Ihl*. dO should contain... it's 
the pointer to the name of the graphics. library 
(ilf. to I'll My, or. 0, which ft the default. 



0J 



(Roan with laughter) ti that the caih regit 
terT A till, or something — one of those 
things you get in a shop. 



31 



Not a clue. We don't use the operating system, 
you see. Shall I guess? Okay, the address of the 
parameter block, I suppose. Oh, I see — if I a 
number? Oh. well I don't know, then. 



1)39 



flJ 



Good grief... oh, I don't know anything about 
the bloody CD32 — it's probably the Obese 
Super-huge Agnus, or something. It must con- 
trol the CD drive, though. 



Oh, God, what's the name of that famous 
chip shop in Grimsby? Oh yes, Alf Ramsey's 
— It's called an AJf Ramsay. 



Okay, er... pass, this isn't going very well, is It? 



2) Aklko (Accept planar, 
chunky or byte-par -phi el for 1 
point) 



OJ 



0) 



PJ 



I'm not sure. Erm, there's 1. 1 think. I'll say 2 
for the A1200. 



The what? Ha, ha. Oh, a couple of million, I 
would have thought. On the 1200? Oh, God, 
there's got to be more than that. 



What are they? Oh. for fetching the bit planes? 
I don't know — 5? On the A1200 I'd say anoth- 
er 2 — 7. 



3) 1 and 4 



■ 



jj 



Vertical Blank... some thing -or-ot her. No, I've no 
idea. 



OJ 



Oh, yes, the old VBR register. I know this... 
Oh, God... Blimey, this ts like Blockbusters 
now, isn't it? "Oh, God, I just know this 
onel" Oh. just say "after numerous rude 
suggestions, he didn't have a clue." 



0] 



m 



Erm, must be something to do with V-Blank. I 
suppose. Vertical Blanking. On an unexpended 
500? Oh, probably 0. at a guess. 



4) The Vector Baa* Register 
contains the base address of 
the 68000 exception vector 
table in memory. Nothing 
(trick question). 



u 



Maximum an an A500? B. On the A1200 there 
are B too. The max sizes are 16 on the A500. 
and 64 on the A120Q. 



3, and a quarter. And probably less on an 
A1200. Yeah, I could say the maximum sties, 
but it's boring, Isn't it? You don't drink 
beer, do you? 



Er... 8. And on a 1200, er... 8. Oh. God — this is 
just like being in school, except it's worse. As 
for the sizes, I'd say they would both be the 
same — 64. We hardly use hardware sprites, 
though - the only time I really used them was 
for some moves in First Samurai. 



5) B on Al 200 and AS00. 64 
pixels on A1200. 16 pixels on 
AS00 



Ah. now I do AmigaDOS programming. It's the 
Communications Message Port, which in a pro- 
gram is where Intuition tells you that you've 
clicked on an icon, and things. So Intuition, er. 
Direct Communications Message Port- 



No, I haven't got a clue. 



U 



o] 



IDCMP? Oh, this is the little card, isn't it? 
Something they used as part of the A600 — the 
credit card-type thing. 



6) Intuition Direct 
Communications Message 



oj 



Advanced Graphics Architecture. 



5) 



AGA. er, no idea. Again. 



0J 



Advanced Graphics Architecture. 



?) Advanced Graphic 
Architecture 



Oooh, ah... I would say you would only lose 1. 
Or 2. Either 1 or 2 — oh. blimey, 1 and a half 
No. I'd say 1, so you'd be left with 7. 



Fetch start? I don't know 
ware sprite again? 



what's a hard- 



Oh.. .I don't know — 4? 



8)S 



0J 



oj 



If you've got BO tracks, then you'd have 800 
divided by 80 which would be 10. So. I reckon 
you could probably squeeze 12 out fairly com- 
fortably. f"K 



I tell you what — I'll take you down to the 
pub one time, and teach you how to drink. I 
might even let you have a draw on my 
cigarette. 



82. Oh, out of a track? Er, I don't know. 



9)12 



0J 



9J 



Hmmm. Enforcer? H it for CD32 stuff? I'll have 
to pass on that one. 



0J 



Bloody hell, some geezer's just walked past 
me asking for business. Seriously) He's got a 
white T-shirt and a black waistcoat, and he 
said "Have you got any business, love?" and 
now I've completely forgotten the question 



Enforcer? Never heard of it. 



Si 



10) To trap illegal memory 
accesses of a code within a 
system 



TOTAL SCORE: 11/23 

Tie-breaker. 

I'd like to think neither, fluff Rodgers is far 
superior, because he's quicker than Sonic, and 
smarter than Mario. 



TOTAL SCORE: 0/23 

Tie-breaker: 

Right, I'm just getting out of the car now. 
and chasing after this guy with the waist- 
coat... 



TOTAL SCORE: 5/23 

Tie- break en 

Er... Mario is better, because he's got more 
gameplay. I think that Sonic was something 
that Sega had to do to compete with Mario — 
to match Nintendo's success. They made it dif- 
ferent enough from Mario, which was a bold 
step, but I feel that Mario wins out in the end. 



Tie-breaker: 

Neither. We'd accept Sjorfc, 
James Pood, Zoo/, ffobocod. 
Hut I flodgen. Putty, one of 
the characters from 
Dangtrous Streets, Hulk 
Hogan, Bonnie langford... 




1) Wh.it should register do 
contain if trying to open 
the graphics. library for an 
Al 200-specific programT 



Point* availabli 1 



Oh, erm. I've got no idea. I never use tfw 
operating system, you see. 



m 



Well, that's a tough one, isn't it? You git. What 
Is it, a number? Now, I think; is that EFFDO, or 
just DO? Well, it should contain the number of 
planes... no, wait; the number of colours that 
you, er..- the screen... no. no*, it's nothing like 
that. Is It? Can we come back to that one? 
(Later answers "I remember the 
number 39 from somewhere."! 1*1 



Err... let's say, pointer to a bit of text on 
GC... oh, no, that's the wrong one. Oh, urn, 
let's try 0 (laughs]. I've never actually 
opened the graphics library! 



OJ 



2) What is the name of the 
extra chip resident in the 
Amiga C032? 

Point* available: 3 



What do you want, the name? Oh. I don't 
know. I think it controls the CD... oh no, 
wait a minute! The CD32? It's the one that's 
to... er... control the bitplanes. It converts 
them to byte-per-pixel. 



[Confidently] Ah, now it's the planar chip. 
What, that's not the name? Oh, well, it's . 
called... Bob 



Oh, God. 
Susan. 



think of a girl's name. Let's say 



11 



u 



Jf How many bit plane 
fetch modes are there on 
an A500/600? And on an 
A 1200? 

Points available: J 



On an Amiga 500? 1 . Then are 3 or 4 on an 
A1100, but which is it? I think one of the 
modes is the same... oh. I'll say 4. 



Bit plane fetch modes, bit planes fetch 
modes... How many bit plane fetch modes are 
there... hmmm... About 4? And there are prob- 
ably more — there could be as many as 6 or 8 
— on the Amiga 1200. I'd have to say that it's 
probably... 3. No, 8. 



Hmmm, there should only be one. I think 
there are four on the A1200. 



PJ 
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4) What is the 68000 VBR 
register? What would it 
contain on an unexpanded 
A5007 



Point* available: i 



Is it something to do with video? VBR regis- 
ter? Oh, no — it's the Vector Base thingum- 
my. The 68000 doesn't have one, does it? 



The Vertical Blank Register. Probably. No, It 
must be something to do with the interrupts . 
an interrupt mask, or something. Oh, I know 
this one. I can see the page... No, no — I don't 
mean literally, I mean in my mind's eye. Oh, 
it's probably some silly Motorola name like 
Virtual... oh, hang on, it's Vector, of course. 
Vector, Byte Register. No, Base; yes. 
Vector Base Register. And it would con 
tain... nothing. 



Ifs a Vector Base Register, but there 
shouldn't be one on the 68000. It's used to 
change addresses without having to change 
the interrupts, so you change where the bast 
of them is. 



12) 



5) How many hardware 
sprites are there on an 
A1200 and A500? List the 
maximum horizontal siie 
of each sprite. Points 
available 4 



Hardware sprites? 8. On both. Horiiontal — 
that's width-ways, right? There's 16, 32 or 
64 on an A1200, and Just 16 on the A500. 

a 



There's a maximum of 8 on the 500, and on the 
1200... 8 again. 16 pixels max on the 500, and 
64 on the 1200. 



Eight on each. The maximum sizes are 64 on 
an A1200, and 16 on an AS00 



S) 



6) What does IDCMP stand 
for? 



Point* available-. 3 



IDCMP? Never heard of d it must be an ID 
Compare number, though, I reckon. ID-CMP. 
sea? I've used my brain. 



l,D... C Mi' I... don't... know. It must stand for 
Intuition, erm. something. It has to be a 
Message Port, and the D must be for Direct. 
The C. I don't know... Comms. 



[Silence]. IDCMP? Er, I don't know. 



D 



0J 



7) What does AGA stand 
for? 



available 1 



AGA? Advanced Graphics... (long pause, 
then a quiet whisper "What does AGA stand 
for, Steve?"] I must admit. I don't 
know. Advanced Graphics... um, a* * 

Agnus. Is that wrong? 



AGA? Should be an easy one. It must stand 
tor... well. I know that the first one stands for 
Advanced, the second one must be 
Graphic, and the third must be ooh... 
Adaptor. 



Is it Advanced Graphics Adaptor? Something 
like that, anyway. 



9J 



8) On an A500, it your dis- 
play fetch start was set to 
S28, how many hardware 
sprites would you be left 
with? 

Point* available: 2 



That was Advanced Graphics Array, the last 
one. Sorry, what was it? 28 hex? Can you 
repeat the question, please? 28? God, I 
hope you're not going to print all of this. 
Right, 28. Can I come back to that one? 
Hater answers 5] 



Set at S28? Erm, oh... set to S28. 1 thought you 
meant, erm... on the A1200, you said? On the 
500? Well, I'd have to say 6. then. 



five. 



PJ 



9) How many sectors can 
you squeeze out of a track 
on a DD disk, while still 
retaining a reasonable 
reliability? 
Point* available: 2 



Squeeze? You mean using the operating 
system? 82. Oh, sorry, you wanted sectors, 
didn't you. Well, reliably. 12 — but unreli- 
ably, a lot more. 



Oh, well that's a bone of contention, isn't It? 
On a normal DD disk? Um, 10- 



I'll say 12, as a guess. 



PJ 



10) What is Enforcer used 
for? 



Pointi available: 2 



It's a debugging aid, isn't it? For the oper- 
ating system. I think it checks the memory, 
to see if the program's writing outside the 
bounds of memory. 



Oh... oh, it's to do with illegal memory reads 
and writes, to stop illegal out-of-bounds 
addressing. 



It's a debugging tool. It's used with an MMU 
to make sure programs don't write to areas 
of memory that they shouldn't. 



31 



Tie-breaker: 

Who's best, Mario or 

Sonic? 



No points available — It's 
a trick question. 



TOTAL SCORE: 15/23 

Tie-breaker: 

Mario or Sonic? What the hell's that got to 
do with the Amiga? (laughs) It's rather a 
difficult question to answer, that one. I 
think it has to be Mario, because ifs more 
diverse — there's more variation in the 
games, whereas Sonic * Just a platformer. 
With Mario you've got Mario Kart, Mario 
World and everything, so there's more vari- 
ety. Right, what did I score? 



TOTAL SCORE: 14/23 

Tie-breaker: 

Well, of course. Sonic. Has to be. I mean, 
Mario's a sodding plumber, isn't he? If we go 
back, and I said to you "Hey. I've got this great 
game, and it's about this plumber." what 
would you say? Something like "Thanks very 
much, you'll be getting 30 per cent!" Mario 
wins out on gameplay, but Sonic wins on... 
well, originality. I guess. So there you go. 



TOTAL SCORE: 15/23 

Tie-breaker: 

Can I say anything? Okay, well, definitely 
Sonic. A lot of people say that the old games 
are better, and that the gameplay's more 
important. I think the graphics and the 
gameplay of Sonic is the best; and the only 
people who think Mario's better will be old 
stick-in-the-muds who think Pong has the 
best gameplay ever. Or something. 



e 



SIMON THE REAL 

BYRON ANSWERS: 

I 



FEATURE 



Vou shouldn't open anything on an A1200 
unles* you want to break th.tieys. 

ai 


1(39 


> Oh God... Simon? 

0) 


2) Ahiko (Accept planar, chunky or 
byte-per-piael for 1 point) 


Thre« on a vtandard ASOO, and tour on an 
A1200. 

a 


3) 1 and 4 


It'* where you register your VBfU. 68000 timet. 
On an uneapanded A500 It would contain some 
'things'. 

0J 


4) The Vector Base Register contains 
the base address of the 68000 excep- 
tion vector table in memory. Nothing 
(trick question) 


here are 12 hardware sprites on an A1200, Ifi 
on an ASOO. The miiimum horizontal sires are 
2S6 piaels and 16 pixels. 

a 


S) 8 on AI 200 and ASOO 64 pnel* on 
A WOO 16 pixels on ASOO 


I Oon't Care, Matey-Pants. 

IB 


6) Intuition Direct 
Communications Message Port 


Advanced Graphics Architecture 

u 


7) Advanced Graphics Architecture 


A few less than it it was set to 524. Oo I get 
half a mark for that? 

oj 


8)5 


12. Or more. Or less. 

31 


9)12 / ^La— . 


Keeping Edward Woodward in gainful employ* 
ment. 

D 


10) To trap AsS^B 
gal memory A m^M fc- ^"■■B 

code n ^■VflKA 

a system I wWli^pK 



TOTAL SCORE: 5/23 



Tie-breaker 

This question has been posed many times and the answer is not as clear- 
cut as you may expect. Although the Mario games are undoubtedly 
infinitely more playable than the Sonic games. Scga's hedgehog scores 
with its beautiful graphics and fast-moving platform action. Of course, 
the Sonic games have been accused of being too samey — and this is true 
— but the same can be said about any sequel (apart from Robocop 3, of 
course). So to criticise it for merely adding new levels and slightly tweak- 
ing a few gameplay elements is unfair. The thing to remember, though, is 
that both characters have had the marketing resources of multi-national 
companies behind them, and a huge team of designers and programmers 
worked together to create the in-game features and level designs. Most 
British platform games are designed and programmed by relatively 
small teams, meaning that they have to put in a lot more effort In order 
to come up with an equally playable game. In short, the answer is nei- 
ther. But try fitting all this text into your bloody stupid chart. Vou git. 



AND TODAY'S LUCKY WINNER IS... 

PLACING CONTESTANT OVERALL MARK 


2 


SHAUN SOUTHERN 


66% 
66% 
61% 


2 


MIKE MONTGOMERY 
DAVID BRABEN 


4 


4 


PETER MOLYNEUX 


61% 


6 
7 


JASON PERKINS 
SIMON BYRON 


48% 
22% 


7 
7 


MEV DINC 
ARCHER MACLEAN 
JOOLS 


22% 
22% 
0% 
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So there we have it: Andy Bray- 
brook is the Brainiest Pro- 
grammer in Britain 1994. Offi- 
cial, like. And what did this 
newly-discovered deity have to say 
for himself? "I'm disgusted that I 
only got 70%." Spoken like a true 
professional, mate. "No, I'm pleased, 
really." he added, "but it looks like 
us programmers will have to do bet- 
ter next time." 

The fiendish questions uncovered 
more than a couple of surprises. 
Three, in fact. "22 per cent? No — 
you're kidding! 22 is my bad num- 
ber." enthused Archer Maclean, 
seemingly unabashed by his joint 
7th place (alongside Simon, who is, 
of course, a bit of a spaz). "To start 
off with, it was my school number, 
and there are countless examples of 
how 22 has been bad in my life. Duff 
reviews of my games appearing on 
page 22, clapped-out old cars with 
the number 22 in the number plate. 
Anyway, I'm pleased that I nearly 
came last — I would have rather 
been last, to be honest. At least 
there's some honour there." What a 
guy. What an ego. 

And then there's the old stalwart 
Mev Dine 
who. des- 
pite early 
form, 
lacked the 
immediate 
knowledge 
necessary to get 
a good mark: 
'Well, considering 
I haven't really 
. programmed an 
Amiga since 
First Samurai." 
he said, "I must 
be happy with 
seventh." Ahhh. 
Shaun South- 
ern's runner-up status 



didn't come as too much of a sur- 
prise, because he had just complet- 
ed both the A500 and A1200 ver- 
sions of Kid Chaos — so he should 
know the Amiga inside-out. really. 
In fact, we thought he had original- 
ly won the competition, but he was 
relegated to a last-minute second 
place after Harry taught me how to 
add up. "I'm really glad I didn't 
come first," he commented, 
"because I'm not sure I could have 
handled that." Phew! 

Mike Montgomery, joining Shaun 
in second place, could hardly contain 
his joy: "Brilliant!" yelled the Chaos 
Engine programmer. "Good fun. I'm 
not doing much programming from 
now on, though; more management 
stuff than anything. So it was good 
fun, really." David Braben. though, 
had different ideas: "They were 
interesting questions, but I think 
they were a bit too specific. It would 
have been Better if they'd 
approached a broader range of top- 
ics." Ooooh hoity-toity! 

"I'm very happy with that." said 
sixth-placed Jason Perkins. "It's quite 
interesting to see Simon up there. 
When I saw him before he was talk- 
ing about getting into program- 
ming, and this means he could prob- 
ably do it. And teach me a few 
things, I reckon, because it seems I 
need it." 

We did try phoning Sensible Jools 
for a comment, but his Cellphone 
was "switched off." Presumably he 
was drowning his sorrows having 
picked up a speeding ticket just two 
days ago, after collecting his new 
blue Porsche the day before. Git. So 
the last word, then, must go to 
Simon, who took the quiz merely to 
"add a bit of comedy" and to make 
up the numbers, but ended up with 
the biggest surprise: a respectable 
tie with Archer and Mev. "Good," he 
said. I thank you. A 



THE QUESTION MASTERS: 

Thanks to the following for setting the 
questions (and so you know who to blame 
if any of the answers are wrong): 
Kenny Grant • Toby Simpson • 
Will Bell • Craig Howard • 
Simon Leggett 
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Magnetic Fields uses a 
bit out of Wagner's 
'The Ring' for its 
title music. The same 
piece was used in the 
movie Excalibur r 
which is about King 
Arthur and a magic 
sword. Some prats 
claim Arthur was 
Welsh — just like 
Andy Nuttall. Join our 
Rarebit as he fails to 
'cut the mustard', 
with a cheesy line in 
questioning featuring 
more tenuous connec- 
tions than Railtrack 
on a Wednesday 
morning. 

Time and place: a sunny after- 
noon in Llandudno, a thriving 
seaside resort in North Wales. 
The scene: a small-but-perfectly- 
turmed watering hole called The Cot- 
tage. Around a table of said public 
house sit five blokes — well, four 
blokes and me, at least. As Mr Chip, 
the quartet produced C64 and Vic-20 
games at the rate of roughly one a 
month, and then in 1988 they set up 
Magnetic Fields and started making 
games for the Amiga. 

Having created the Lotus trilogy for 
Gremlin. Magnetic Fields has how 
turned to the platform genre with Kid 
Chaos, released through Ocean. So 
without further ado, ladies and gen- 
tlemen, I give you Doug Braisby, who 
owns the lot; Shaun Southern, who 
programs most of the games; 
Andrew Morris, who draws pictures; 
and Peter Liggett, who designs the 
levels and tests the games for bugs. 

As Mr Chip, what sort of games were 
you releasing? 

Ooug: Mr Chip was set up for 8-bit 
machines, so that we could publish 
games ourselves. I originally bought 
a Vic-20. and there was a lad I knew 
whu was writing databases and stuff 
like that. We launched Mr Chip with a 
few of his utilities — which weren't as 
yuod as we thought at the time. 
I here was a bug in every one. So we 
learned quickly that games were the 
tnmy to get into. And that's how I 
met Shaun. 

I think the first one was Jackpot, 
wasn't it? On the Vic-20. I 
remember, because I thought it 
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was brilliant — later on, Shaun did a Where did the name Magnetic Fields 

C64 version, but even though it had come from? 

better graphics and stuff, the Vic ver- Ooug: When we moved into 16-bit, in 

sion still played really well. about 1988. we thought it was about 

time we had a more sort of up-mar- 

Some of the Vic-20 games were ket name. 

amazing — considering they were in Andrew: And we were quite big Jean- 

3.5K of memory. Michel Jarre fans at the time. 
Shaun: Yeah, they were very good. 

Jeff Minter's Gridrunner. and Affac* Ah. Say no more. 

of the Mutant Camels and Shaun: Michelangelo 



things. They were great 
games. I recently made 
up a video of some of 
my earlier games, and 
some of them were 
awful! Especially the 
ones I did with 
scrolling messages on 
them — thanking 
Radio 1 and Steve 
Wright and stuff, -and 



£ £ I wouldn't 
mind doing 
another rac- 
ing game to 
be honest J J 

Andrew Morns 



actually thought of 
the name. I think. 
He worked with 
us at the time. 
Doug: Michel- 
angelo Pinani. 
his name was. 
A bloke of Ital- 
ian extraction, 
obviously. [Er. yes 
of course]. 



saying that I liked such- 
and-such a band. He wasn't a graphic 
We know a few people, like Gary artist, by any chance? (You gft, 
Penn, who still maintain that games Andy — Simon). 

aren't as good as they used to be Andrew: No. he was a programmer, 
(yeah, don't we know it? — Simon). Doug: There's a cracking crew calling 
Well, some of them were all right, themselves Magnetic Fields too, I 
with decent ideas, but they were no think. Now and again we get phone 
way better than the ones you get calls asking if we've cracked certain 
today. Incidentally, I know a bit of games — but I won't tell you our 
hot. juicy gossip about Gary Penn, if answers to them! I think now they're 
you're interested starting to release PD stuff, still call- 

ing themselves the same name! 

Please, tell us more... 

Shaun: Gremlin invited a load of peo- What games have you done so far on 
pie down to a racing thing in Brands the Magnetic Fields label? 
Hatch as a promotion for Lotus. Any- Doug: Er, Super Scramble, then Super 
way, we all had a go in the cars, but Cars, then Lotus 1. Then Super Cars 2, 
Gary couldn't fit in his... (much snig- then Lotus 2. And then, urn, Lotus3. 
gering ensues]. Kid Chaos is the latest. 



Is Kid Chaos the first program you've 
done for an Amiga 1 200? 

Shaun: Specifically, yes. It's the same 
code as the A500, and the same 
game play — it's just the colours that 
are different, really. It's the first game 
we've had to invent a storyline for — 
up to nowlt's always been "race your 
Lotus around the track." [laughs] 

Was Kid Chaos as difficult to create 
as it looks? 

Shaun: Um. yes. Very, very difficult. 
There are only four colours in the 
background, and eight in the fore- 
ground. We actually change the 
colour palette on each line to give the 
impression of a lot of colours — but 
there are never more than four 
colours in the background. 
Doug: In some ways the game would 
have done better if we'd finished it a 
year ago. 

Andrew: Yeah. When we first started 
designing Kid, Sonic had just 
appeared on the Mega Drive. If we'd 
put it out within a year of that, in the 
days even before Zoo/, then we 
would have had something pretty 
original on our hands. 

Are you big fans of Sonic? 
Shaun: Yeah. We like Sonic 1 and 2. 
and especially Some 3. Some of the 
graphics and levels work together so 
well — they're great games. 
Andrew: I don't think we could really 
compete with Sonic. Remember, the 
development teams behind the 
games are huge; and of course the 
Mega Drive's very good at doing that 
sort of game anyway. 




The 
band's 

next project is 
a concept album. 

Do you miss programming the small 
machines? 

Shaun: I think Trailblazer, the first 
game we did for Gremlin, was an 
example of a game which worked 
really well on that format. If we tried 
it on an Amiga it would be difficult 
to do it the same way,- so the 
chances are it would be slower. We 
used to write games on the 64 for 
the 64, because that's what the 64 
was good at. And because the limi- 
tations were always being broken, 
effectively, people kept coming up 
with original ideas — and that's what 
I miss most. 

Do you feel that you pushed the 64 
pretty hard, then? 

Doug: Speaking as a non-program- 
mer, I think that they did. We had 
reviews of Trailblazer and Cosmic 
Causeway which basically said "you 
can't do that on the 64." 
Andrew: Mind you, they say that 
with the Amiga — three years ago, 
some bloke will have said that cer- 
tain games were pushing the Amiga 
to its limits, but then somebody 



always comes along and pushes it 
even further. 

Does Kid Chaos pushes the Amiga 
500 as far as it will go, then? 
Andrew: It would be hard to do 
much more, wouldn't it, Shaun? 
Shaun: For that type of game, yeah. 
To get the number of colours in the 
background, technically I don't think 
you could go any further on the 600. 
If we were writing the 1200 version 
from scratch we'd be able to make it 
better — more colours, even 
smoother scrolling and so on. As it 
was, the 1200 version was a bit of an 
afterthought, and it would have 
meant far too much work if we'd 
wanted to go back to actually change 
any of the levels. 

Doug: I think someone's bound to 
come along and push the A1200 fur- 
ther — but the life of it is question- 
able now, isn't it? It's a shame, 
because it's a lovely machine. 



After what you've done with an 
ASOO, what do you think of similar 
games which appear on the A1200 
with a single layer of parallax? 

Shaun: We usually laugh, to be hon- 
est. I've seen a lot of A1200-specific 
games which have a parallax back- 
ground, and I think our A500 game 
beats it. [Andrew makes a 'swelling 
head' gesture to Shaun here.) A lot of 
it's to do with the way the Amiga 
1200 works. The only thing which is 
any faster, apart from the processor, 
is the screen fetch. If you want more 
colours then you have to put more 
data down, but the blitter's no faster 
at all. (Oh yes, I see — Simon.) 

Will you be converting Kid Chaos to 
any other platforms? 
Shaun: We used to convert to the 
Atari, but there's no way we could 
put Kid on it even if we wanted to. 
We couldn't do it on anything else 
either, really. Er, basically because I 



don't know how 1 (see page 71 for 
the awful truth). 

Doug: Ocean has mentioned the n»w 
formats to us. because it's really 
interested in them I think the first 
thing to do is to have a holiday, and 
then see what happens. 
Shaun: Maybe we'll rfre*m up some 
idea on a beach somewhere. Any- 
thing's possible, really. 
Doug: The other two lads, Dave 
Makin and Luga, have been working 
on a game called Crystal Dragon lor 
a couple of years It's a Dungeons ft 
Dragons type of game We're actual 
ly looking for a publisher at the 
moment, because it's only about 
three months from completion. 

Is Crystal Dragon another technical 
masterpiece? 

Andrew: It should be everything you 
want from that type of game, hut 
without really breaking any new 
ground. It's all done very well. 
Shaun: It's kind of along the lines of 
Eye of the Beholder, but there's a lot 
more in there. It's technically very 
good, because the game doesn't 
slow down when there are loads of 
enemies on-screen - a problem 
which dogged Beholder. 

H H flkk- screen, or smooth -scrolling 
like Doom on the PC? 
Shaun: It's flick-screen I don't think 
it would be possible tn do something 
like Doom on the Amiga. Certainly 
not on a normal Amiga you'd have 
to fiddle it a bit. I don't even think 
you'd be able to* get anywhere near it 
on a 4000 It's a lot to do with the 
way the screen's written To write a 
bit of data to the screen you have to 
write one byte on the PC, but on an 
Amiga you have to write eight. 

What about using the CD32, with its 
fab conversion chip? 
Shaun: Well, that would help a lot. It 
would be interesting to try, because 
most PC games of that type use sim- 
ilar routines — it would be really slow 
on a normal Amiga -- but maybe 
that new chip would make it faster. 

It's rumoured that while you were 
doing Lotus you really wanted to get 
away and do something else. Now 
you've written a platformer, do you 
still have any urges to cover another 
genre? 

Shaun: A shoot-'em up, I guess I've 
always wanted to do one of them. 
Andrew: I don't know; I wouldn't 
mind doing another rarinq game, to 
be honest. When I was drawing Kid 
Chaos I was constantly thinking to 
myself "maybe drawing racing cars 
wasn't so bad after all." 



We'd like to say Thanks' to the r-r*r,t 
Orme Copper Minos, llandudnn 
for the fan-tastic looking holes in 
the ground. So, er, thanks. O 
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PROFESSIONAL J 

Of FOOTBALL MASTERS A 



Oute srmpry the besl Foorboll mamgenienl gonie loi your computer 
We hove seived thousands of satisfied customers during oui 4 yean of 
trading Over 10,000 man hour, (during 5 years) has been dedicated lo 
ihe production of this constantly improving game. It is one of the most 
realistic arid accurate lepresenlotions of a prolessional football monogeis 
annual (nafcnae to tocticalry out wit and conquer every opponent. 
Manager. I lo 4 Human prayers. Ratings, Performance stotrstits, sock 
and oflers. 3 DrffkuJty levels, Manager of the month and season 
awarded, Pooh, Pick any tram in any division to begm with 
league & Cup : Premier 22 teams, Division I,? 1 3 have 24 teams, 
Playoffs, lobles. / Cup competitions with precise rules (2 tegs, extra 
time, away goal rule, seeded draws, Europeon Cup tables, S subs, 
non-domestic player restrictions etc .), finalist route >o glory 
Games : Yearly fixture/previous list. Week lixtuies/iesults, Results from 
pievious meeting with opponent (goes back up to 6 seasons). 

EASY 10 PLAY Animateo^^^^ Joystick or Mouse. 
Wrestling game ^r^>4& St^&. 1 ot 2 players 



Plovers : Real Me statistics reflecting the start of 93/94 season with 
teal positions, he*glii, oge Lrvt Itorrsfer market, Contract & wage 
negotiations, Piefened foot (left/nghl/bolh), loans, Injuries, Iranrng, 
Special talents. Trainees, Goalkeeners (separate skill categories). 
Defenders. Midfielders, Attackers I Utility, Retirements. Foreign 
transfers, Unhappy players, Top 10 Hot shuts 
learn : Training, Tactics { 1 5 diferent styles). Aggression, Formation 
allows specific prayer field wrings (Left winger. Sweeper etc.). 
Club . Sponsorship, Ground improvements, View opponent. Finances 
The Match Real time scoreboard reporting goats & in|unes yellow/ted 
cords, Sound effects, Interventions permitted at any time to 
change tactics, formations and make subs. Physical graphical penally 
participation (optional) Over 80 different referees. 
Other Fast load/save. Printer access. 20 Options to set various 
game preferences. Instruction book. Easy to pray, Technical support. 
Plus : Over 1 00 other meticulous refinements impossible to ksf here. 
Editor Wows you to amend various items in saved games. SI? Extra 
CX] Scottish : Dedicated version detoik available upon request. 



IV BY MAIL Service Now Avoilnhl 





CRICKET MASTERS 



This is a purely managerial cricket manager game that concentrates on 
strategy and includes plenty of relevant statistics The game has been 
designed and developed by a true fan of the sport It replicates everything 
that a teal manager has to contend with and it's a totally unique 
production that anyone with an interest in Cricket should experience. 
A summary of the mam features is shown below:- 

• AM EQUITY 8 LAW 1 8 league county teams, 50 overs per gome. 

• 4 Cup tompetitions including Benson I Hedges, Nat West. 

• 20 different match umpires with occwate names and strictness. 

• Accurate player details Surname, height and age. 

• V different player attributes. Most skills have a direct mpad on the 
effectiveness of eoch individuals actions during a simulated match. 

• Easy player selection. All game text is clearly presented. 

• Batting and bawling averages. Top batting and bowling tables. 

• 3 Different training intensities to boost batting, bowling or fielding. 

• Weather, pitch and light often make on impact on ground condition 




• Full match highlights let you 
watch the action boflbybolwith 
full graphics ond/oc realistic 
sampled sound effects for 
significant events (Fours, Umpire 
decisions, etc.). Intervenhorts are 
permitted at any time to change batting tactics or hekkng plocings. 

• 3 Batting/Bowling classificatiom (Normal, Attack ond Defend). 

• Choice of 1 5 different held plocings. 

• full scoiecord results with best boning and bowling figures. 

• Other staff (Physio, Groundkeeper, Scout) can be hired ond hied . 

• Annual league fixtures listing Current week and last league results. 

• View cunent cup competition draws ond histonc recoids. 

• Real lime transfer market. Player contract and wage negotiations. 

• Sponsors, Punter access, Finances. Poor ground fines. Manager rating. 

• I S Options to alter game preferences, Load/Save game. 

• Instruction book with plenty of examples. 

• Plus many more tine details that we ore unable to list here. 



-y*T STABLE I/O 
MASTERS r a 



This game has been designed to be as close lo real racing as possrble. 
Five years of development by a clever racing expert has led to the 
second levision of this Flat Horse Racing Simulation. 
Up to 4 players can participate as Owner Trainers with the pnmary 
objective of becoming the top roted ttcunec, in respect ol prize money 
won, at the end of eoch racing seoson (Match to November ) There 
are up to 35 other intelligently controlled computer trainers to compete 
against and compore your personal performance. 
To ocNeve this aim you must discover o potential champion ond train 
them so that they become capable of competing well ond winning any 
of the 4/ big prize money races (Handicap ond Group), eg. The Derby 
To give you an idea of the tools provided in this game to assist you 
reaching your objective we hove listed the mam features below - 

• ?S0 horses eoch with over 60 independent variables. 

• 26 different race courses (2 all weather), real life characteristics 
mirronng the diversity of rocecourses in the UK (descriptions provided). 




• 20 Jockeys who vary in ability ond booking lees. Orders & Feedback 

• Formbook and Win Summary Cards cover me previous 200 rotes. 

• Animated race drsploy or (ust the result. View Declaration list for races 

• Very informative report by Head stable lad. Tipsters. Bookmakers 

• Racecords similar to racing press. Real life Handicaps 8 Race Types. 

• Viruses, Injuries & Vets. Load/Save gome. Atony other items included 
Version 1 is ovoikiblrtupon request iSmple training & betting) © £ 1 S 



giompennon ivyi Orponis 
by RacecoH, legurated by the Tote, this program achieved 
joint second. The led to a serious approach from a wel 
notional book maker. Rejected in favour of supporting the public 
Winnings Statistics T04 wins out of 166, as from 2/6 to 1/9/93 
f nnrniln This program tells you exactly what to do. You are NOT 
permitted lo amend our system unlike so many other similar programs. 
How confident con you be in something thot invites amendments! 
Research & Development Three yeors fuH time race analysis and 
experimentation to refine ond test the prediction system. 
Inside Knowledge Plenty of unique hints fiom contacts m the know. 
User friendly No racing knowledge required, easy lo use, tutorial book 
Restricted Soles As soon as our programs predictions hove a prolific 
impact on the betting odds we will stop accepting new buyers. 
Monthly Update'. Highly recommended opttotv If any update foils to 
break even we'll send the next one free of charge. From £25. 
Prn u Increase Highly likery. 8uy now before success forces increase. 



World Sup Gnicfcel Masters 



A fontashc graphical and/or tactical representation of (inlet that has 
been completely written by a traditional Ion. You ton physKally 
participate with batting and/or bowling or leave it to the computer to 
outomatHally handle. See lull feature list below - 




24 HOUR CREDIT CARD HOT-L 



HOUR DISPATCH 



GAME OPTIONS 

• 1 Day knifed overs or test 

• White or coloured (lofting 

• Three Cricket grounds 

• load/Save gome. Skill levers. 

• Computer/Human players. 
ANIMATED ACTION 

• Sound Commentary 
•Umpire signers 

• All the strokes cut, pull, drive, etc 

• Appeals, dropped catches, run outs. 

• Bouncers, wides ond no bolls. 



STATISTICS 

• Storecard & bowling analysis 

• Weather and ground reports 

• Wagon Wheel 

• Manhattan Chart. 
PLAYER VARIETY 

• Rated on 8 adjustable factors 

• left and nght handed players. 

• Range of barring types. 

• f ditoi to nmend game stats. 

• Bowler types include seom, 
swing, change and both types of 
spin wrlh 8 speed levels 



FRIENDLY CONTROLS 

• Icon driven with point & cfcaV 

• lorge 3D scrolling screen 
covering the entire playing area. 

• Mouse controls bowler's line, 
length, direction field settings 
■ Joystick control of batsman's 
attack level, strokes and 
running between wickets. 
VARIABLE CONDITIONS 

• Surface ond pace of pitch 

• Rain, bad hght, doud cover, 
temperature and humidity. 




(0702) 600557 
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DESCRIPTION A G 


PRICE 
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24.J4 




P F ,V, i ','4 


12.CC 




Stable Masters V2 


24.95 




[Oracle Horse Tipsier (RRP £99.95) 


75.00 




[Cricket Masters 


24.95 


World Cup Cricket Masters 


24.95] 




Wn Tiinn iV.astci 


19.95 
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Here we are again folks, and 
what a line up we have for 
you! Fourteen pages quite lit- 
erally packed with sausages, 
eggs, bacon r chips, 
mushrooms, and a fried slice 
(or two). Hmm r make mine 
extra crispy please. Come on, 
let's have a long and lovely 
sniff at this month's 
cholesterol-packed plateful of 
lightly sauteed hopefuls. 



Andy Nuttall's humdrum, the Welsh lad is a bore, we sent him down to 
Sales Curve, to look at Cyberwar. The soundtrack's quite orgasmic, the 
graphics are fantastic, but never mind how great it is, Andy's still a... er... 
plonker. (Actually, it's quite a good piece). Damn! 



Mart's Cavalier exploded, the lad now has no car. he walked round to Team 
17, to look at ATR. Er...somethlng something something, la de da de da. I 
wish I hadn't started this, oh look I wear a bra (I think that's enough 
rhyming intros — Simon). Oh well, never mind. 



Prepare to have your pants well and truly swung, as 8l.it k Legend appears, 
as if by magic, with a surprisingly familiar box of football boots. Matt 
Broughton starts off quite outraged, but ends up quite excited. Wonder- 
ing what he's on about? Well turn to page 34 nowl 



CD32 owners should be getting themselves Into a bit of a frenzy, and I 
know 'cause I've seen Gremlin's forthcoming puule-arcade-ad venture- thing 
release. Of course if you want to know everything there is to know, you'll 
need to talk to that Nuttall chap. What's that? You say you don't want to 
talk to him ever? Fair enough — just read this two page WiP then. 



Simon Byron dampens his WiPping costume and dives into that refreshing 
pool we know as Team 17. (Matty, have you been drinking again? — Harry) 
If conquest is your game, and you enjoy a touch of ye olde arcade sec- 
tions an' all, you could find this right up your fenetre. 



The creators of Donk! take Andy Nuttall firmly by the er... bits, and sta- 
ple his trousers to the middle of the road. The naughty japesters then pro- 
duce a new racing game, and take turns to run him over. With fab fun 
like this on offer, you might be tempted to ignore his WIP, but have a heart, 
the tragic taff Is on his knees, a beggin' you please — so have a read. 
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Mini WiPs are here again, the skies above are clear again, let us sing a song 
of cheer again. Mini WiPs are here again. Erm... I don't actually know how 
the next bit goes, but if I did, I would have carried that on until I'd used 
up all the space available to me. Oh look, I already havel 
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xtract from the introduction to 
Cyberwar This is the Military 
Centre, deep below VSI, where 
everything is far beyond classified. He 
had destroyed all the copies of his 
work to prevent it falling into the 
wrong hands, but this is where the 
originals were sent and these are def- 
initely the wrong hands. Huge doors 
shimmer in the wall ahead of us. beck- 
oning, menacing. Is this reality, or is it 
virtual? He can't remember, it all 
seems like such a long time ago, and 
none of it will matter a damn if he 
can't find the programs. Far behind, a 
glint of gold in the dark. Cyberjobe 
looms out of the shadows and watch- 
es Angelo enter the first level. It has 
begun." Hmmm... 

"Cyberwar isn't a big game. It's a 
really big game." It seems that Sales 
Curve Interactive's Creative 
Development Manager. Fergus McNeill, 
is something of a comedian. "We con- 
sidered releasing a hard drive-instal- 
lable version for people with 1800Mb 
hard drives, but there didn't seem to 
be much demand." See what I mean? 

After the success of The 
Lawnmower Man, as a feature film and 
a computer game, it's not surprising 
to see both media spawning sequels. If 
I remember right, as the final minutes 
of the film ticked away, the viewer was 
treated to a breathtaking display of 
computer-generated graphics as the 
virtual character Cyberjobe hacked and 
cracked at his terminal in the vain hope 
of saving his Cyberbacon. The very end 
saw the laboratory which housed the 
VR terminals explode — but not before 
Cyberjobe could escape from the net. 
of course. I mean, what would 
Lawnmower Man 2 (called Jobe's War, 
incidentally) be without the friendly, 
easy-going Jobe (who loves children 
and going to parties. Allegedly)? 

And, as VR mimics real-life, so com- 
puter games mimic the big screen. 
Naturally a similar fate befalls the 
computer game-based Cyberjobe (or 
CyberCyberjobe, as he prefers to be 
known), and the scene is set for the 
potentially blockbusting Cyberwar. 
"Doctor Angelo Ithe hero from the first 
film, who created Cyberjobe as a sort 
of futuristic Frankenstein's monster — 
Token Film Buff) has turned his back 
on the corrupted VSI corporation and 
its unethical research," Fergus explains. 

Just to let you know, the VSI corp 
originally employed the good Doctor 
to research into VR — but after his 
experiments with Jobe went wrong, 
Cyberjobe took control of the entire 
corporation, twisting it towards his 
, evil. ends. Gmr. Back to Fergus 
ain: "Doctor Angelo is forced to 
urn to the VSI HQ when he finds 
it duplicates of his Cyberlearning 
program are in use. He jacks into VR, 
and secretly enters VSI's central com- 
puter network, intent on seeking 
out his code and destroying it. 
However, he finds more than he 
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bargained for when he encounters a 
duplicate Cyberjobe." 

CYBERSAUSAGES 

You see. this Cyberjobe isn't the same 
Cyberjobe from the first film. This is a 
new mutant strain of the code which 
forms the New Improved Cyberjobe 
("", probably), who is being developed 
for the military. 

"Now Doctor Angelo must find a 
route through the military net, avoid- 
ing or defeating Cyberjobe and his 
new henchmen, until he finally reach- 
es the central core of the virtual world 

(0e/ow):"On the Monorail." says 
Fergus. "Angelo leaps onto a 
Cyberbike (nice name — Simon) and 
powers out across the landscape on 
a network of rail tracks. Twisting 
and turning like a (twisty 
turny thing? — Simon) 
nightmare roller coaster 
you must steer Angelo 
through the course, 
avoiding obstacles." 
And. erm. here's a 
picture of Angelo 
with a gun. 
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and destroy the astonishingly power- 
ful Omega chip."- 

So there you have it. The story for 
the sequel to a game which, chances 
are, you never played. You see, the 
original Lawnmower Man game was 
planned for the CD32 — and. indeed, 
the CDTV before it — but the game 
just didn't show up. Instead it was 
released for the PC CD-ROM, a sub- 
ject on which Colin Brown, Sales 
Curve's Operations Manager, is an 
expert: "After the scene with 
Cyberjobe trying to leave the virtual 
complex, like the one towards the end 
of the first film. Carla and Peter get 
dragged into virtual reality and 
become encased in Cyber Stasis 
Spheres [eh? — Simon]. Your mission 
in the PC CD-ROM game was to com- 
plete all the puzzles and get through 
from start to finish in one piece in 



(Above): Full graphic cut sequences throw the virtual Doctor 
Angelo Into the different sub-games. Here he descends on a 
Cyberiift into the depths of the Shoot Out game, in a dark, 
gloomy basement complex. Aaaarght 
(C/rc/e): Scattered throughout the game are thinly-veiled refer- 
ences to sci-fi films. Here you can see LV426. which is the number 
of the Nostromo ship in Alien (of course); elsewhere you'll find THX 
1138, which is the name of George Lucas's first film. "The guys have 
an absolute passion for sci-fi films," explains Colin. In Death 
Machine (we've just bought the game rights), the characters 
are all called after scl-fl directors with the names put back- 
to-front. So there's Cameron James. Scott Ridley etc." 

PROJECT: Cyberwar 
PUBLISHER: Sales Curve Interactive 
DEVELOPER: SCI Southamp- 
ton: Rob Henderson (Creative 
Director); John Chasey (Technical 
Development Manager): Fergus 
McNeill (Creative Development 
Manager). Er, and assorted artists 
and programmers, apparently. 
INITIATED: December 1994 
RELEASE: November 1994 

order to free them from the spheres 
and get them back to reality. 

"In Cyberwar it's only you that 
returns. The first game ended with 
To be continued...', and it's left open 
— you don't actually destroy 
Cyberjobe. You see him trapped up 
in a network of. er, trees or tentacles 
or whatever, but he's not physically 
destroyed. In Cyberwar you go back 
in to finish him off, but this time he's 
prepared himself with hi-tech arma- 
ments and stuff like that. Again, you 
have to go through a series of puz- 
zles to get to him and finally destroy 
him for good." 

Despite Cyberwar-s new. improved 
storyline, there are a number of dis- 
tinct, ah, similarities to the first game. 
As Colin explains: "We've taken some 
of the more successful levels from the 
first game and built upon them. We 




did some 
fairly extensive 
market research 
with people whi 
bought the product and 
from that we determined 
exactly what people liked." 

An example of this is a level 
from the first game called the Vortex 
Bridge, where you have to cross a 
bridge made from unstable hexagonal 
platforms. The puzzle came in having 
to work your way across the bridge 
without bumping into your invisible 
computer opponent who's coming 
the other way. "The Vortex Bridge 
level was a bit linear," says Colin, 
"because he |the invisible git] tend- 
ed to follow your move. There were 

"Bernie's this serpent like, er, 
thing," reveals Colin. Glad that's 
cleared up, then. "He's kind of an 
end-of-level baddle for the Shoot 
Out level. As the name suggests. It 
ends with a shoot out between 
Bernie and you. ending up with one 
of you being peppered." 
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only a certain number of ways to get 
around it, which made it far too easy 
to complete. 

"In Cyberwar we have something 
which is, to all intents and purposes, 
still the Vortex Bridge, but all the plat- 
forms are not linked up. When you 
step on to one platform, only the plat- 
forms in its immediate vicinity light 
up. They each have a certain code, 
and from that you have to work out 
the complete code to take you 
through that time around. Every time 
you get into the level there's a differ- 
ent set-up, a different pattern to fol- 
low — so it becomes less of a trial- 



and-error puzzle. The chances of you 
cracking it. then, are much lower. 

CYBERFRIED SLICE 

'The gameplay has been extended as 
well." Colin reckons. "Instead of being 
hit and dying, then having to go back 
to the beginning again, this time you 
sustain damage. Some of the more 
original and puzzling games have 
been evolved — and there will be 
some really dramatic levels." 

"Cyberwar has been designed to 
be much more 'controllable' than The 
Lawnmower Man CD." adds Fergus. 



"As well as weighting the product 
towards action, we've also spent a lot 
of time making the interactive motion 
video more playable. The games now 
feature damage levels, special 
weapons and pick-ups. combining to 
create a myriad of possibilities. Also 
the user interfaces have been 
enhanced so they feel "more intuitive. 

"Graphically speaking, the games 
look very different," he continues. 
"Cyberwar is designed solely for dou- 
ble-speed CD drives which allows us 
to achieve a higher quality of graphi- 
cal throughput." So the graphics are 
much better, then, Fergus? "Yes." 




One of the main criticisms of the 
first game, it seems, was that it was I 
bit, well, short. How is this to be 
improved in Cyberwar! "There were a 
lot of levels, but we did have a lot of 
feedback which suggested that tho V 
weren't long enough," explains Colin, 
honestly. "Especially the ones which 
people really liked. To take the Cyber 
Boogie level |or the fly-through bit. 
film-fans] as an example, there were 
five of those in total in the first game, 
but the first two were maybe one or 
two minutes long. In reality they 
should perhaps have been frilled vih- 
levels, I suppose." 
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CARRY ON UP 
THE CYBER 

"In Cyberwar we're using three CDs." 
explains Fergus, "which effectively 
means there is three times as much 
scope for levels. 1 don't exactly know 
how the levels will end up. but there 
will certainly be a whole lot more. The 
first game was very linear, in that you 
completed one level and suddenly 
whoosh! You're taken to the next 
level — without much control over 
where you go. In Cyberwar you're 
placed in a very real virtual world, if 
that's not a contradiction in terms, 
and when you come to the end of 
each stage you choose where to go." 

"When you cut out all the intros 
and all the graphic sequences," adds 
Colin, "a person who knows what 
he's doing would take roughly an 
hour and a half to complete the 
game," Er, an hour and a half? 
Doesn't sound that much to me. 
"Well, that's what I originally thought 
too — I sat down and one of the pro- 
grammers told me that they'd worked 
it out at an hour and a half. My reac- 
tion was 'Don't say that!' But the 
point is that the time is for solid 
gameplay, knowing exactly what 
you're doing — and that's the same 



length as a feature film. We reckon 
that when you buy the game it'll take 
you a couple of weeks to crack it." 

It doesn't take a genius to work 
out that a game released on three 
CDs is likely to be pricey. So how 
much exactly will Cyberwar cost? "It 
will probably retail at around £49.99," 
Colin reveals. "Between £40 and £50, 
anyway. But it will almost certainly 
be a four-disk set, because we'll prob- 
ably include an audio CD too. 

"The one consistent thing review- 
ers mentioned was the music," he 
continues. "Steve Hillage did one of 
the tracks in the first game, The 
Entity, and we've signed him to do 
five tracks for Cyberwar." Hang 
on. not the hippy bloke who 
dredged out 'music' about 
Salmon in the early 70s? 
Er, yes. apparently. 
"He works with The 
Orb and System 7 
in fact — he is. 
essentially. The 
Orb." Good grief. 
"The music's all 
techno-rave stuff, 
all very applica- 
ble to this type of 
game." Weird. 




CHARACTER ASSASSIN 

Like in cartoons, the first stage in creating a scene in 
Cyberwar is to make a sketch. In true The One inves- 
tigative journalism-type fashion, we've got hold of a few 
of those sketches just for you. So you could look at them, cut them 
out and stick them on your pillow, or maybe even blow them up on a 
photocopier and affix them to your wall. Then you could boast to your 
mates about "knowing the programmers," and they would believe you 



This is the virtual Doctor 
Angelo in a fighting 
frame taken from a 
full animation. The 
arrows indicate the 
direction of his 
. limbs, which would suggest that his left 
about to make shuddering contact 
some ugly's face, his right fist is com- 
ing in for the second round, and his knee... 
well, the less said about that the better. 
-.1/ 




The Logic Bridge is a bottomless chasm, 
with "strange" tiles suspended over the 
void. "Each one bears a shape and a 
colour code." says Fergus. "Angelo 
must cross carefully, moving from 
one tile to the next In the right 
sequence. A mistake could have 
dire consequences." Blimey. 
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Here are a couple of shots 
of Bernie, the nice, cuddly 
lizard-Hke thingummy 
from the Shoot Out 
game. In these three 
early poses, you 
can see that the 
designers were try- 
ing to make him 
look hard. Notice 
especially the huge 
skull hanging by a 
chain from his — 
yes — nips. Ouch 
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"Two players stand on either 
side of a virtual wall, armed 
with a cannon each," Colin 
explains. "There's a hole in 
the wall — you set the angle 
of trajectory and power, and 
then fire through the hole to 
hit your opponent." 

"The whole Shoot Out level involves you going down in a lift, and then 
doors open to the left or the right as you search for the codes." says Colin, 
"and you must turn and shoot before you're destroyed." 




"The corridors which join together the sub-games was taken as an adapta- 
tion of the Bees game from The Lawnmower Man CD." Colin reveals. "In it 
you had to lead a load of bees down a corridor into a fan. which kills them, 
and that's basically the same here — hesitate for a moment, and they'll get 
you. There's a giant wasp lurking around a corner, as well." Cor. 
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I 've not really got a lot of room to 
I play with here. There's just too 
I much to tell — and though we 
generally like to waste space with 
some witty observation at this point 
in the article, t feel compelled to 'just 
get on with it', so. er...here it is. 

All Terrain Racing (ATR) came into 
being after the ECTS back in April, 
when graphic artist and designer 
Danny Burke (Body Blows series) 
approached Martyn Brown of Team 
17 with some new ideas for an 
'oblique-angle-viewed racing game. 
Martyn said that he had someone 
available (namely Jamie Woodhouse. 
programmer of Qwak) who was 
working on a car game engine and 
would probably be interested. After 
about a month of to-ing and fro-ing 
things really got going, and a scant 
six months later we look set to 
receive another Team 1 7 masterpiece 
(not that we're biased!) 

So, I ask Danny, what's your angle 
with this? 

"Well 'angle' is quite a key word 
really, because you'll see from the 
graphics that we're changing the 
perspective from the norm with 
these sort of games. I don't know if 
you remember a game called Techno 
Cop. but the game idea originally 
was that you'd drive around in a car 
for the futuristic police (or whatev- 
er), drive up to buildings, get out of 
the car, and then the screen would 
change to show you as a sort of 
commando who's going to sort 



I want to give 
people a fast 
continuous 
game. 



Danny Burke. ATR's Graphic 
artist and designer. 

everything out. This was scrapped in 
favour of a straight racing game just 
because the development time 
would have been more like a year, 
and we didn't know if we could get 
all that onto the Amiga without 
going onto tons of disks. Martin also 
felt that the car angle was strong 
enough to work on its own." 

As ATR is a Team 17 production, 
there are bound to be a few com- 
parisons with Overdrive purely as a 
similar genre — what did Danny 
think of Overdrive! 

"Personally, I thought the pro- 
gramming and graphics were good, 
but it could've done with a few more 
cars in there, and I didn't like the 
loading time much. I also wasn't too 
keen on the fact that you had to col- 
lect turbos to win the race." 

And what about Skidmarks? "In 
honesty. I haven't really been 
pressed to look at other things. I've 



With the World Cup 
out of the way,the 
software companies 
seem to have left 
the footy stadia and 
homed in on the rac- 
ing circuit. Matt 
Broughton pops the 
bonnet and fiddles 
pointlessly with an 
oily rag while he 
takes a look at Team 
17 r s offering. 

PROJECT: All Terrain Racing 
PUBLISHER: Team 17 
DEVELOPER: In-house: Jamie 
Woodhouse (68000 code), Danny 
Burke (graphic art/animation) 
INITIATED: April I994 
RELEASE: October I994 



seen it on Games World and stuff, 
but it just looked like a fast moving 
game, with the graphics not doing 
much — just bouncing all over the 
place. With ATR we're trying to get 
everything in that's possible; the cars 
will be flying everywhere, there'll be 
huge jumps, when you go in water 
there'll be splashes — that sort of 
thing. It's running fast already and 
there are quite a lot of cars on the 
track as well. 

"The look of the game is its real 
'special bit', but to be quite honest 
Jamie is doing such a brilliant job 
with the playability, and with 50 
frames and six cars, it's pretty good 
before you add the interesting 
graphics anyway. 

"I think the most exciting thing I 



Michael row the boat ashore, hal- 
lelujah! See that little P' over on 
the left, that docs something that 
does. Yeah' Pretty radical huh? 
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did when I started was the angle, 
but I'm now trying to make the 
tracks all different and interesting. I 
was worried about the angle of the 
graphics, because even though they 
looked really nice, I wasn't sure if 
they'd play okay until Jamie did a 
demo and everything just seemed to 
work." Magic eh? 

With an AGA version following, 
including such extras as parallax, col- 



lision animations, overhead clouds, 
more cars on the track, and gener- 
ally more crash bang and wallop, 
Team 17 looks (once again, slurp, 
slurp, slobber) to have a bit of a 
corker on its hands. 
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CHECK MY SPEC! 

A quick glance at the specifica- 
tions for ATR reveals more than 
just your average racing game 
bubbling away underneath: 
Full-screen scrolling, 50HZ 
update; 32 colours; sia cars, six 
different backgrounds 
(Space/Forest'Rocfc Cavern... 
etc); 38 maps in circuit race, 
more in other game modes; 
bridges, tunnels, ramps, jumps 
etc; shadows on cars; collecta- 
bles and track obstacles (ran- 
dom position orientation); 
oblique-angle- JD projection on 
graphics; smoke puffs, skid 
marks, water splashes etc on 
cars depending on terrain 
details; minimal disk 
access/loading times (no disk 
swapping); three different 
vehicles with upgradeable 
steering, turbo, acceleration, 
grip, tyres etc; stencilled vehi- 
cles, so all CPU opponent cars 
are different colours; 
intelligent CPU opponents; 
bump 'n' collide action 
between vehicles; two player 
battle mode (simultaneous 
play); lap and time recorded 
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Come on Matt." called Andy, 
"Richard from Black Legend is 
upstairs and he's got some 
great new games for us to look at." 

"Oh brill!" shouted the enthusias- 
tic staff writer, "I can't wait." 

Matt and Andy raced up all four 
flights of stairs and into the games 
room, where Richard appeared to be PROJECT: Football Glory 

playing Sensible Soccer. "Oh you 

kids," chuckled Andy. "Will you never 
tire of this crazy football game?" 

"Er, hello lads." answered Richard, 
"This isn't Sensi, it's our new game." 
Oh. I see... 



From the ashes of the top left-hand bit of the 'war-torn former 
Yugoslavia', comes a game that looks almost exactly like another 
game. Matt Broughtonovic wonders why everyone in Croatia has a 
name ending in 'itch'. Have they all got ants in their pants? Find 
out as our sinisterly bearded reporter asks Black Legend some 
inevitable questions. 




ARE YOU SURE? 

Yes indeedy folks, no doubt your 
jaws are firmly stuck to the floor, but 
the screenshots you're looking at 
aren't from the forthcoming Sensi- 
ble World Of Soccer, but in fact from 
Football Glory, a 'new' product from 
out of Black Legend's Croatian office 
— Croteam (Spherical Worlds, etc.). 

Luckily for me. Richard Holmes. 
Black Legend's Director, was 
kind enough to pop round j^k 
before nicking off to Bar- 
bados (spawney get!), 
and explain the reasoning 
behind this 'were they 
separated at birth?' Sensi 
looky-likey... 

"Well, we're referring to the 
game as Football Glory because we 
really want the glory aspect of foot- 
ball in there — it's got to be really 
good to watch. The situation I've 
always imagined (and I know 
'cause I've played Sensi and 
Kick Off to death myself) is 
that if you have two peo- 
ple playing in a tourna- 
ment with computer 
opponents* I don't want 
the non-player to walk off 
and get something from the 
fridge or watch the telly. I want it 
to be so exciting that the other guy 
sits there and watches it." 

Richard is hoping that this 'excite- 
ment' will come from all aspects of 
the game. "At the moment we've 
got really smooth gameplay — 
you've got a lot more control than 
in other football games — and there 
are a lot of new ideas coming in 
there to make, for instance, double 
passes a lot easier. Also, there are 




DEVELOPER: Croteam; Alen 

Ladavac, Admir Elezovic, Damir 

Perovic (coding), Tomislav Pongrac, 

Tomislav Mucic, Admir Elezovic 

(graphics), Narko Sekulic (sound). 

INITIATED: April 1993 

RELEASE: Christmas 1994 

things like what we call the Power 
Attack, which you see so often in the 
World Cup, where when you do 
something good, you have that 
opportunity to get that little bit extra 
out of the situation. This would 
give you a boost of maybe 
half a second or so. but 
a would only be possible 
|| under certain circum- 
Wi stances, when, for exam- 
ple, a star player is in a par- 
ticular position." 
Black Legend has concentrat- 
ed on the player animation, with 
eight or ten frames for a running 
player, as opposed to just two or 
three, so that they step properly. In 
fact, everything has more anima- 
tion than usual — tackles, 
headers etc. and even the 
\ stretcher-bearing medics. 




This may look like your standard grab, but wait' What's this? look very 
closely at one of the attacking players, and you'll spot a funny thing. Yes — 
legs! fully functioning, fully bending limbs! Who'd have ever thought we'd 
tee something like that on a chap so small. Hmm. I wonder if he has 
buttocks? (Do things like that keep you awake at night? — Harry.). 

"We've also included an indoor 



pening, the players have to get them- 
selves into specific positions to be 
'rewarded'. It also leads to people 
exchanging information — I mean 
football action games are about the 
most social games there are, but it 
gets people talking about what 
they've seen and done." 



REALISTIC BALLS 

The first thing you'll notice about the 
ball in Football Glory is that it's influ- 
enced by real calculations. This means 
"We've made it so that that you do get situations where if a 
they |the medics] can player gets in the way and can't con- 
appear from any of eight trol it, the ball will bounce off him 
directions on the screen, and go out at the correct angle. It 
not just one side. I think peo- works so well because it has been cal- 
ple will appreciate detail like that, culated realistically. I can vouch for 
and after a month of playing it, will this, because during a quick test 
still be finding animations that game, I struck a real bender towards 
they've not seen before. the top left of the goal, and though 

"We don't want anything really it hit the woodwork, because of the 
random, so we're looking at things spin I'd put on it. the ball zipped past 
like, if you stand in a certain place the back of the goalie and went in at 
and take a bicycle kick at goal, the far right of the goal. This strikes 
maybe then the hippy would appear you as a hell of a lot more realistic 
and get beaten-up by the filth [see than anything we've seen before in 
the circle on the right hippy, fact footy action games, even (dare I utter 
fans). So rather than things just hap- such sacrilege 'n' blasphemy) Sensi 



pitch," offers Richard, "and this real- 
ly adds something extra when it 
comes to the way the ball plays off 
the walls with its lovely calculations. 
I think another point to highlight is 
the way the players behave. In Sensi 
the people just stand around, in ours 
they won't. I mean have you ever 
seen a football match where some- 
one's running around and all the 
other players are just standing there 
useless7 Of course not, they should 
move and react to whatever you're 
doing — and that's what you'll get 
with our game. They don't always 
restrict themselves to a certain area. 
Sometimes someone will give a pass 
and then run parallel to you so that 
you can do a double pass. 

"We also want it to be easier to 
score more realistic goals. When you 
shoot a flying header in Sensible Soc- 
cer it's like Christmas, because it's 
just once every year, it's brilliant, and 
you save it on disk. Now if you watch 
real football, one in every three goals 
is from a header — we really want 
that realism in there. If it just hap- 
pens to be that instead of the play- 
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ers always kicking it to you so that it 
lands at your feet, sometimes it 
comes to you at chest height or 
head height (no one is pass perfect) 
— then you'll react in a totally dif- 
ferent way." 

The Black Legend team also spent 
a fair amount of time watching 
World Cup games armed with pen 
and paper [sounds like hell!) taking 
down as many notes as possible. 

"We've been mainly analysing 
Brazil's matches, and you'll always 
see them pass it out to the flanks 
who take it down on their chest or 
do something equally fancy, because 
it builds up confidence." 

Another area the team wanted to 
change was the dead ball situations; 
penalties, corners and free kicks. In 
Football Glory, free kicks will 
give a choice of indirect, 
direct, and then dif- 
ferent controls, f £ 
Walking up to the m m 

himself has never 
played Sensible 
Soccer 



kick you can 
choose how hard 
you want to hit it 
and how much 
precision do you 
want to lose for 
sheer power. "We 
want to introduce 
something for the corner 
kicks that doesn't go quite as far 
as Sierra Soccer, with the dotted line 
where you can basically place it on 
his head, but with some sort of tar- 
geting box. Also, the players will 
come forward in numbers for cor- 
ners or free kicks. Usually for a cor- 
ner you'd have six to eight players 
in the box. not just two or three like 
in most other games." 

Well, I've avoided the obvious line 
of questioning, but considering I'm 
suddenly the sole representative for 
the SensMoving readership, 
er, isn't this just Sensible 
Soccer, ripped off. and 
with knobs on? 

"No, not at all. The 
programmer himself has 
never ever played Sensible 
Soccer — he's never even '^PH 
touched it. You think it looks like 
Sensl because it's 16 by 16 pixel 
sprites, not 32 by 32. He's never 
played it. and that gives him a fresh 
approach. With the game design we 
said. 'Okay, take a look at the other 
ones', but the programmer himself 
hasn't touched anything else." 

Richard doesn't seem particular- 
ly worried by the 'copycat, copycat, 
sitting on the door-mat' allegations 
that are bound to appear, mainly 
because he says they're not trying to 
copy Sensi. 

"No one's got copyright on the 
size of a little man, otherwise the 
Sensible people would have been 



The refs getting a bit stroppy with 
the players for not getting back 
from the free kick, but other than 
that, the only thing worth mention- 
ing here is the little skid marks left 
after particularly harsh sliding tack- 
les. Croteam was originally planning 
to make these skids affect the ball, 
but in the end, er... they didn't. You 
can always trust The One to give you 
the most factual captions 

sued by the programmers of Lem- 
mings. The nets (another of the par- 
ticularly er. 'similar' features] are 
changing too, they're going to be 
fully animated so you see it stretch 
when the ball goes in." 

The game will be fully supported 
by samples, and the CD32 version 
will feature vocal commentary as 
well as cheering etc. "...it really will 
be like watching it on TV — some- 
thing with a personal touch, 
not just 'pass, pass, 
. pass'... I think that'll 

The ac jd a lot, with 

Programmer applause, cheering. 

drums, and even 
explosions when 
people lob smoke 
bombs on the 



Richard Holmes 
Blade Legend 




pitch to celebrate a 
really good goal! 
We're having a bit of 
trouble sorting out a 
Mexican wave, but we'll 
see. I think if you receive cheers 
for doing a nice pass, it automati- 
cally motivates you to play better — 
so you'll always go for the fancier 
play. And you'll feel justifiably proud 
if you accomplish it. because you'll 
receive the crowd's applause." 

SCREEN IN SCREEN 

One of Football Glory 's unique fea- 
tures, is a replay box about a sixth 
of the screen size. This shows a 
replay, double the usual size, of the 
incidents which lead to the 
events currently on screen. 

For example, if there was 
\ a foul, while the main 
'] screen is showing the 

PJ doctors coming on with a 
stretcher, up in the second 
box you'll get a zoomed in 
replay of how it happened. "It's 
a sort of screen-in-screen thing, with 
two separate events happening at 
the same time — one of what's hap- 
pening now. and one of something 
nice. If the ball goes out of play, it 
might just replay a nice back-heel 
pass you did a moment ago — in the 
same way the computer needs to 
know when you've done a foul, it 
also knows when you've done some- 
thing nice." 

With an on-screen ref, not to men- 
tion all of the star player features, 
this certainly does look to give Sensl 
World Of Soccer a fair run for its 
money. Wouldn't you say? A 



A 




KICK OFF 

I can't leave this comparison thing alone, so just have a quick glance at 
Sensi (above) and then Football Glory (below). In more than twelve words, 
try and list the differences — and the ref doesn't count! 




SWAP SHOP 

We washed half of Harry's hair in Sensible Soccer (right), and the half in 
new 'improved' Football Glory (left). As you can see. the results were. er. 
well, about the same really. Let's see now... well, the pitch has stripes that 
go vertically rather than horizontally, and er... yes. that's about it really. Of 
course these are only graphic comparisons, and who can say how different 
the actually gameplay will be? (To be honest, the shadows go the other 
way too, but I flipped the grabs for dramatic effect!). 
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Satan's not just there for the nasty things 
in life, like a blocked drain or a red-hot 
trident up the codlings. He's there 
(with all his little helpers, naturally) 
to provide comedy and slapstick for 
all eternity. Andy Nuttall goes 
down to hell. For Pizza!! 

PROJECT: Litil Divil 



PUBLISHER: Gremlin Graphics 
DEVELOPER: Gremlin Ireland: Tommy Rolfe (pro- 
gramming); Andy NcCabe (programming); Phil Plunkett 
(graphics); Aldan Walsh (animation); 
Pat Pheian (music); Neil Biggin 
(sound); Ade Carless (voices). 

INITIATED: July 1990 
RELEASE: August 1994 
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itil Divil's been a long time 
coming. Next to David 
Braben's Frontier, it's proba- 
bly the longest-awaited game ever 
— over four years in development — 
which is perhaps curious, because it's 
a CD32 game. I'll spare you the 
details of the circumstances which 
stretched the creative process past 
its usual limits, mainly because I 
don't know what they were. But suf- 
fice to say that Litil Divil has been 
worked on by countless program- 
mers, artists and musicians, some of 
whom only stayed with the project 
for a short while. 

One chap who has been working 
on the game for most of the last few 
years is Tommy Rolfe, a pro- 
grammer at Gremlin Ire- 
land. It's a link- 
known fact that 
Gremlin Graphics 
has an Irish arm, 
as it were (its 
main HQ is In 
Sheffield), but it 
does tend to keep a 
low profile (and 
given that its previous 
games includes Plan 9 From 
Outer Space, maybe that's for the 
best. Sorry, lads. Had to mention it). 

Until now, the green Gremlin has 
mostly been concerned with writing 
games for RTE Television. Not the 
phone-in games, but ones where the 
contestants actually play the games 
while they're on the telly. Apart from 
another smaller interactive game for 
French TV, Gremlin Ireland is now 
onto bigger and better things — in 
the shape of Litil Dlvi\, of course. 
Thankfully, even though I'm ignorant 
of the finer points of Litil Divil's past. 
Tommy isn't, and he's quite happy 
to talk about it. 

"Gremlin Sheffield originally start- 
ed Litil Divil," he says, in a lilting 
Irish brogue (which made it 
bloody difficult to hear him 




when I was playing the tape back. I 
can tell you). "That which must have 
been, oh, five years ago now. It pro- 
duced some artwork, sketches and 
things, and passed it over to us." 

"MY WIFE'S IRISH" 

One of the original team members 
was Heimdall 2 artist Jerr O'Carroll, 
who produced the preliminary 
sketches for Mutt, along with some 
original artwork. And if you compare 
Heimdall 2 with the screen- 
shots around this page, 
I'm sure you'll agree 
that his style has 
carried through. 



In my opinion 
it's pretty 
damn good. 



Steve McKevitt, 



Mutt, the main 
character in the 
story, is one of a 
number of Divils 
who live in the 
Underworld (quite 
Gremlin Graphics why they're called Divils 
and not -Devil:, will become 
clear later, I'm sure). "To start with 
there were five different Mutts," 
reveals Tommy, "all competing with 
each other to get through five levels 
of Hell. We eventually decided that it 
would be better to concentrate on 
just one character." 

"Mutt's a slug-a-bed," explains 
Steve McKevitt of Gremlin Sheffield. 
"Divils spend most of their time 
sleeping, and so the most exciting 
thing that happens to them, ever, is 
sending out for pizza." 

Today is the meeting of the 'Grand 
Council of the Ancients', or some 
such nonsense apparently, and the 
point of the little get-together is to 
decide who ventures forth into the 
Overworld (above the Underworld, 
presumably) to bring back the Mys- 




"ln on« room you even have to play tennis against this Mctnro* caricature, 
says Tommy. "Like I said, the main incentive is to make people laugh as they 
play." Surely, er. you cannot be serious? "I'm afraid so." 




-The law room in each level rs a combat room, where basically you have to 
fight the end-of-levet guardian." explains Tommy. Thankfully H's more of a 
true beat-'em-up style than a Dragon's Lair dodge-and-run affair, "but it's 
not so difficult as to put off puzile-fans," he adds. 
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tic Pizza of Plenty. Er... what? "The 
Pizza came in really late on in the 
project,** Tommy explains. "At the 
end of the day we thought 'Welt, 
where the heck is he IMutt] trying to 
get to?" and somebody came up with 
the idea of a pizza. I don't know who 
actually thought of it, though." 

"It was me, sadly," admits Steve. 
"I just thought what exciting stuff 
could happen to Divils in the Under- 
world?' and myself and the co-writ- 
er Alan came up with the pizza 
thing." It was also Steve, seemingly, 
who thought of calling it Uttt DMI, 
as opposed to Little Devil. "My wife's 
Irish, you see, and she and her fami- 
ly always say "Ooh, you litil divil" to 
the kids, when they're naughty." 

Ah, right — so let s recap: Mutt 
has to run through the five levels of 
Hell, to recover a Mystic pepperoni 
with extra anchovies? That's about 
the size of K — but, cunningly. Hell is 
disguised as the Labyrinth of Chaos 
(poetic licence, anybody?). Each layer 
of the Labyrinth is filled with a num- 
ber of rooms, containing puzzles 
which have to be solved before mov- 
ing on to the next layer. 

Although the puzzle rooms are 
mostly viewed from an isometric 3D 
angle, the Labyrinth is first-person, 
which means that you see Mutt from 
behind as he runs from room to 
room. Most rooms can be entered at 
any time, which makes the game 
pretty non-linear (a good thing) so rf 
you get stuck, you can happily move 
on to another puzzle. 

"The idea is to create this kind of 
complex which Mutt has to run 
around," explains Tommy. "There are 
10 rooms on each level: puzzle 
rooms, arcade-type rooms — differ- 
ent genres to keep everybody happy. 

"We tried to go for as many dif- 
ferent types of puzzle as possible," 
he continues. "The emphasis has 
been on cartoon-style animation, so 
it's fun to play. We want people to 
get laughs from it. There's a lot of 
depth to the game as well, though." 

The puzzles are mainly dexterity 
tests — where the onus is on timing 
and a nimble use of the old joypad 
to get you through. There are some 
logic puzzles, mazes and stuff, which 
when you put them all together, 
sound a bit Crystal Maze-ish. Was the 
programme an influence, at all? 

"We do get The Crystal Maze over 
here in Ireland," Tommy admits, "but 
it wasn't a particular inspiration. I 
can see there is a certain similarity 
with running around and solving 
puzzles in rooms. But there's a lot of 
combat, too — so occasionally you 
have to beat somebody up or slay a 
character in order to pass. 

Utlf DMI is seemingly a very big 
game — indeed, the graphics and 
animations alone take up over 40Mb 
of space on the CD. But was it always 
meant for the little silver disc? "Orig- 



inally Litil DMI was meant for the 
Super Famicom CD drive, way back 
in 1990 or 1991," reveals Tommy. 
"But it never materialised. So while 
we were waiting around, we thought 
it might be a good idea to start con- 
verting it to the PC CD-ROM. After a 
year or so we realised that we'd 
probably never see the Super Fami- 
com CD, so we just went full steam 
ahead with the PC version. 

"So yeah. I suppose it was always 
a CD product, although we did bring 
it out for PC floppy around Christmas 
last year. That was basically the same 
game — although obviously it didn't 
have CD-quality music, and the ani- 
mations were cut down." 

A CD CHARACTER 

Well, I've been avoiding the question 
up to now — but given that Litil DMI 
has a heart of comedy, cartoon 
graphics, and it's basically CD-only, 
is Gremlin afraid of comparisons 
with the dreadful Dragon's Lair 
series? "No, not really," he counters. 
"I've never really played Dragon's 
Lair, although we do have Space Ace 
which is quite similar. There are cer- 
tain things which are comparable — 
cartoony graphics, humour, that sort 
of stuff — but Litil DMI has a much 
stronger emphasis on gameplay. As 
well as being fun, we want to give 
people a bit of a challenge, and not 
one which just involves twitching a ' 
joystick from time to time." 

Because a basic PC has a minimum 
of 4Mb RAM, Tommy and the boys 
are finding the conversion to 
CD32 a little problematic. 1 
know the Amiga very well — 
I've had one of my own for 
some years," he explains. 
"The main problem in con- 
verting from the PC to 
CD32 is the memory — 
just 2Mb of Chip RAM in 
the CD machine. That's 
quite a lot in real terms, but 
we developed Litil DMI origi- 
nally for a PC with a minimum 
of 4Mb RAM. So you can see 2Mb 
isn't really that much when you're 
creating a graphics-intensive pro- 
gram like Litil DMI. 

"We recently converted Litil DMI 
for the CD-i machine, which has 
2.5Mb RAM, so we had already com- 
pacted the data down to that level 
— and for the CD32 we just had to 
go a little bit further So, we had 
already done most of the hard work 
and it was just a case of optimising 
the compaction routines." 

"The CD32 version is the fourth 
version," chips in Steve. "The boys 
have developed it for the CD-i, the PC 
floppy and the PC CD-ROM. and they 
just keep getting better. The CD32 
version is without a doubt the best 
one. It's an immense game, and in 
my opinion, it's pretty damn good." 
Oh Steve, you norty tees. 
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"Each level comes complete with a Lost Stjtns Room, containing 
three statues." says Steve. "These are the souls of the unsuccef s- 
ful divils from previous Pizza-collecting ffHssions, and one of your 
tasks is to rescue them. On each of the five levels, you need to 
collect three items which, when popped into the statues, frees 
the wayward spirits." This, incidentally. Is a treasure room. 
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Above. The Chess Room, 'the wizard gives you 
the evil eye," explains Steve, "quite literally, 
because he actually rides it around the chess- 
board after you." And then the nasty ghost 
comes in and tries to suck Mutt into the 
chessboard. Urgh. 

Left: This is pari of level 1. called the 
Swamp Room, where a series of rocks 
alternately sink into the water. "The mon- 
l ster eats you if you hang around." says 
Steve, "so you'll need something to douse 
his flames In fact, it might be a good Idea 
to visit the shop and buy something bucket- 
shaped." There's a clue there somewhere. 
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When I was. oooh, 14 or so. 
I used to make regular trips 
round to my 'mate's' house 
in order to play on his computer. I 
didn't like him very much, but feigning 
friendship for a couple of hours a day 
seemed a small price to pay for unre- 
stricted access to his computer. A little 
mercenary. I know, but 1 was young, 
wide-eyed and reckless. Or was it spot- 
ty, ugly and friendless? I always get the 
two confused. Anyway... 

A particular favourite of ours was 
a Cinemaware game called Defender 
of the Crown. You could only get it 
on disk (which my mum would never 
buy me because we were too poor. 
Indeed, we had to have our baths in 
the outside toilet, often while other 
members of my extended family 
emptied their bowels — if we were 
lucky) and it was billed as an interac- 
tive movie. Which of course it wasn't. 

However, it was a bloody good 
game. It was basically a strategy affair 
with a few arcade sections chucked in 
for good measure, set during the days 
of Robin Hood (Circa 1 200 — history 
fans — Harry). Your ultimate aim, I 
think, was to become King of England 
and your successes and failures were 
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Personally, I 
reckon there 

should be 
loads of gore 
and genuine- 
ly shocking 
material. 



jj 



Rico Holmes, King of 
Thieves* graphic artist. 



"If you've seen Gauntlet, Chaos 
Engine. Jurassic Park or. dare I say It. 
Alien Breed, then you'll have a pret- 
ty good Idea of how the arcade sec- 
tions will work," states Rico. "We 
reckon that thase arcade sections 
will make up 50 percent of the over- 
all game — although you will be able 
to skip them If you want to concen- 
trate on strategy." 



depicted by occasional animate 
scenes — hence the interactive mov 
monicker. The best of these anim 
tions. though, was the one whic 
popped up whenever you came aero 
a sultry young lady who you fancic 
marrying. It was tasteful stuff: you' 
view her from behind as her dre 
slipped off and the two of you wou 
start indulging in a bit of horizont 
jousting in front of the fire. Of cours 
you saw nothing naughty at all ( 
fact. I'm sure I've embellished U 
events somewhat) but for young ho 
blooded males like us it was the equi. 
alent of flicking through, ahem, 'men's 
interest' magazines. 

The reason for this embarrassing 
reminiscing is Team 17's recently 
announced epic entitled King of 
Thieves, which is being developed by 
Andreas Tadvic and Rico Holmes, the 
duo behind the excellent Alien Breed 
games. And it's got much in common 
with Defender of the Crown, see? But 
will it have any luurve scenes? It's an 
important question, and one which 
causes those charged with making a 
good impression with King of Thieves 
to pause for a while. 




"I hope so," says Marcus Dyson. 
Team 17's Development Coordinator, 
eventually. "Will it, Rico?" 

"You're a dirty old man," laughs 
Rico, KOTs graphic artist. "We'll just 
have to see what we can do with 
MPEGging. Would Mick (Team 17's 
MD] pay for an, erm. model?" 

Unfortunately, the numerous sug- 
gestions for what kind of love scenes 
the game could include become too 
lewd and puerile to print in a family 
magazine. So it's on to more profes- 
sional matters. Like what on earth is 
the game about? 




PROJECT: King Of Thieves 
PUBLISHER: Team 17 

DEVELOPER: Rico Holmes (Graphics); Andreas Tadvic (programming) 
INITIATED: Nay 1994 
RELEASE: Easter I99S 
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These very early sprites were created so Rico and Andreas could decide how 
the main character will look. "We were hoping to have a guy carrying a 
longbow," explains Rico, "but it would have been too unrealistic. At the 
moment the hero throws knives during combat, but, like most things to do 
with the game at the moment, this could easily change." 



AAAGNA CARTA 

"It's set in mediaeval England." begins 
Alan Bunker, Team 1 7's PR geezer and 
driving-force behind some of the raci- 
er suggestions during our earlier con- 
versations, "and has strategy elements 
similar to the 'Risk' boardgame, where 
players strive to conquer as much of 
the map as possible." 

"There'll be the option of arcade 
quests when they become available in 
the time-line," adds Rico. "So you can 
expect some great sub-games when 
you go a-killing." 

"Yes. we're planning to incorporate 
Operation IVo/f-style sections where 
the player has to storm ships and the 
like to pillage them for money." Mar- 
cus chips in. "The important thing in 
King of Thieves is not to totally 
destroy the ship as this will obviously 
cause it to sink and loot will be lost." 

'These gameplay elements — and 
there will be more, including storming 
castle scenes which will have a per- 
spective similar to Laser Squad — 
demonstrate the amount of flexibility 
and the level of effort that is going 
into the creation of the game." 
explains Alan. "We're hoping to make 
King Of Thieves the most complete, 
competent and fun game to play out 
of bed. We want to be environmen- 
tally friendly, so we're encouraging 
people to become celibate and play 
King Of Thieves instead of snogging. 
This game alone will actually be bet- 
ter than any saliva -swapping anyone's 
ever likely to have participated in — 
and this, as a result, reduces the 
chances of spreading horrible dis- 
eases. Y'see, it's all been carefully 
thought out to make the world a bet- 
ter place." 

"If s something we want to pass on 
to couples so they can sit in front of 
a monitor and share each other's com- 
pany while having fun... and in the 
end, it's all safe and goo-free," sug- 
gests Marcus. 

According to Rico, the arcade sec- 
tions will work "really well," and at 
this stage, these segments are chang- 
ing all the time. 

"We were considering a sword- 
slashing kind of affair within the cas- 
tles, but then we realised that this 
could prove duller than the 
Bournemouth Conservative Confer- 



ence (just a bit of politics to show that 
we're socially aware). So we're recon- 
sidering this bit — but trust me when 
I say we'll come up with something 
totally *appy and action-packed!" 

"I hate to mention our pedigree..." 
begins Marcus. 

"But go ahead anyway..." interjects 
Alan. PR-ishly. 

"...Well, there is a very good chance 
that Rico and Andreas will provide 
something to keep arcade fans occu- 
pied for many an hour, considering 
their past record." 

It's worth pointing out that King of 
Thieves is still very much in its infan- 
cy. It's due for release around Easter 
next year, and this is the first of sev- 
eral Work in Progresses you can expect 
to find in The One. Over the coming 
months you'll witness the progression 
of the game from initial design to fin- 
ished product. 

So who came up with the original 
idea? "It was me. me I tell you — just 
like the concept for Alien Breed and 
the design for every other game 
myself and Andreas have done!" 
blurts Rico. "Sid Meier gets 'A game 
design by Sid Meier' all over his games 
— I get nothing!" 

"But he does get paid a lot," sug- 
gests Marcus. 

"Yes, he does," agrees Alan. 



This is our 

most 
ambitious 
project yet. 



Marcus Dyson. Team I7*s 
Development Coordinator. 






Like most games, the background graphics are constructed from a series of 
blocks. "These blocks will form the forest." offers Rico. "The hardest part is 
linking them together, but when everything's running smoothly, adding 
additional animations and tweaking things is no problem. This will form 
one of 15 or so arcade levels when it's complete." 
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The Team 17 boys in all their, ahem, 
'glory'. That's Marcus Dyson on the 
left, and Alan Bunker on the right. 
The reason why we haven't got any 
pictures of Rico is because he was 
taking the picture, obviously. But 
don't worry, girls — we'll endeavour 
to get a piccy of the graphic artist 
for the next WiP. 



King of Thieves is a bit of a departure 
from Team 17's slick arcade offer- 
ings. Considering the fact that Rico 
and Andreas are best known for their 
action-packed blasteramas. it's sur- 
prising to discover that they're con- 
fident about maintaining their 
impressive track record — even 
though designing a 'strategy' game 
is fairly new to them. 

"We've never done a really in- 
depth game like this before," says 
Rico. "I've always had a thing for 
mediaeval/fantasy games, but noth- 
ing like Dungeon Master or Eye Of 
The Beholder. I prefer it to be simple, 
fun and balanced — which, hopeful- 
ly, is how King of Thieves will turn 
out in the end." 

"For a strategy game, it will have 



a surprisingly large variety of arcade 
sections," adds Marcus. "I mean, 
we're not talking SSI stuff here." 

"We have found it a little difficult 
adjusting to this kind of game." 
admits Rico, "but mainly because the 
idea for King of Thieves is really great 
in my head and I have a lot of diffi- 
culty communicating my ideas. This 
game also requires the input of more 
than one person for the design. I 
guess I'll get more help when there's 
more game on the table. 

"We've never said that we'd only 
write arcade games — it's something 
that we've been branded with rather 
than choosing as an identity. So 
we've done arcade games that have 
put the opposition to shame - 
who's to say that we're not equal- 
ly as good at producing other 
genres?" Who indeed? 
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Rather than leaving you staring at a blank screen while the next sec- 
tion of the game loads, Rico has created a number of intermediate 
screens which pop up whenever the game accesses additional 
data. These screens are drawn directly into the computer, and 
take three or four days each to finish. 
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Marcus. "Particularly in the early 
stages, our programmers are given 
pretty much a free rein as they're the 
ones who are the most creative, 
know exactly what can be achieved 
and exactly what they're aiming for." 

"Yeah, then we come along a lit- 
tle later and ask them to start all over 
again, completely revamp their stuff 
and cause headaches all round," jokes 
Alan "After all, games development 
was never meant to be easy! 

"But seriously, Team 17 is unique 
in that games receive inspiration and 
input from many parties: marketing 
and PR people, games testers, MDs, 
project management people and, of 
course, programmers. It's because so 
many people's ideas are incorporat- 
ed that Team 17 games very rarely 
disappoint. King Of Thieves is very 
much a Rico and Andreas inspired 
game, but other members of the 
company will no doubt begin to get 
more deeply involved later on. One 
other key difference at Team 1 7 than 
at other software publishers is that 
ideas are actually listened to, and 
quality of product is genuinely the 
most important thing!" 

"This is our most ambitious project 
yet," Marcus confides. 

"Too bloody right it is," adds Rico. 
"You may be surprised from the little 



"I used to draw on to paper and then scan the artwork in," explains Rico, 
"but now I find it much easier just to work directly on the computer." The 
results, as you can see here, are truly amazing, and when Marcus describes 
some of the graphics as "works of art," he isn't exaggerating. 

"The knights are only in there for test reasons," says Rico, "to give an idea 
of how the game will end up looking. We haven't got the arcade part up 
and running just yet — realistically. I think we're about four weeks away 

from a working version." 



■ 



The amalgamation of three genres 
— strategy, shoot-'em-up and beat- 
'em-up — could potentially be disas- 
trous, but Rico is sure that a liberal 
sprinkling of that 'Team 17 magic' 
will see them through. 

"We incorporated Ping-Pong into 
Alien Breed and that worked!" he 
laughs. "Hopefully, it will be success- 
ful. You should feel at home with it 
whatever type of game you play." 

"I think all really successful games 
are a combination of two or more 
genres," muses Marcus. "When I 
worked on Amiga Format we were 
always taking the rap for being a 
strategy game fan's mag, but it was 
never really the case. There have 
always been many Amiga owners 
who are fans of management/RPG 
games, but equally there have also 
been lots of arcade/platform enthu- 
siasts. Amiga owners are not gener- 
ally so short sighted as to adhere to 
one type of game only. I believe good 
arcade games still have a market, just 
as good strategy games do, and King 
Of Thieves will prove that by offering 
the best of both worlds..." 

"...And because we have so much 
time with King Of Thieves, it 
means we can really focus on the 
gameplay and ensure it gels 



well," adds Alan. "The game was orig- 
inally scheduled for a late '94 release, 
but it will now spill over into next 
year — this has been done deliber- 
ately in order to give Rico and 
Andreas plenty of time. King Of 
Thieves will be a huge release for us 
and we have no intention of screwing 
things up by rushing it along. And a 
game with so much in it has to be 
tackled head-on with everyone 
behind it 100 percent. It's been a 
while since our dynamic Swedish duo 
have done anything new. but the 
wait will be worthwhile. Aaagh, don't 
you just hate cliches?" 

With 'the strategy element appeal- 
ing to more mature gamers, will the 
game include more 'adult' elements, 
like explicit violence and stuff ? 

"Personally, I reckon there should 
be loads of gore and genuinely shock- 
ing material," admits Rico, display- 
ing a disturbing side to his usually 
placid personality, "but then it might 
get censored..." 

"...That's the problem — there 
actually is censorship in computer 
games." elucidates Marcus. "Games 
now have a little logo on the box 
advising people what age group it is 
'suitable' for. And that can limit your 
potential market." 




"That said, nobody's ever said 'No' 
to anything I've done so far," contin- 
ues Rico. "Except when Alien Breed II 
got censored and the mangled bod- 
ies were removed. That was a real 
bummer." Er, quite. 

"But we have reinstated them for 
Tower Assault," explains Marcus, "At 
the cost of a 1 5 age-rating." 

WHORESON CARTA 

With Rico and Andreas both based in 
Sweden. Team 1 7 gets to see any pro- 
gression only once in a while — but 
that suits both parties. 

"I try to show as little as I can get 
away with..." smiles Rico. 

"...But that suits us," counters 



that's been seen so far that there's 
already a damn sight more backstage 
stuff gone into the graphics than any 
of the Breed games." 

"They are awesome, though." con- 
cludes Marcus. "You've seen some, 
we've seen more, and some of the 
things Rico has come up with for King 
Of Thieves are truly works of art." 

And that's about it for this month. 
In our next behind the scenes look at 
King of Thieves, we'll be focussing 
more on development problems, and 
how the in-game features are com- 
ing along. As I mentioned earlier, this 
is the first of. ooh... literally many 
looks at this ground-breaking game, 
the next of which will be in a couple 
of months. See you then. 






In another bid to get banned from Smiths, 
The Hidden's follow-up to the excellent 
platformer Donk! (nee Dong!) will be a car 
racing game, with a, er v rather rude name. 
Andy Nuttall avoids the blushes. 



Brundle was distracted by a rare special of 
Mediterranean butterfly. 




PROJECT: The Big End 
PUBLISHER: Supervision 
DEVELOPER: The Hidden: Craig 
Howard (graphics, Al); Will Bell 
(Programming); Simon Leggett 
(graphics, Al) 

INITIATED: September 1993 
RELEASE: October I994 

mmm. The Big End. Only the 
l/(>-style minds of The One 
team, or the puerile brains 
of The Hidden could come up with 
a car game called The Big End. Fol- 
lowing his first game Dong! being 
hastily re-named Donk\ at the last 
minute (because of reports that WH 
Smiths wouldn't stock it), Craig 
Howard of The Hidden is determined 
to get a double-entendre into one of 
his games somehow. 

"It took us ages to think of The 
Big End." he says with a grin. "It's 
got a great double-meaning, and the 




boss really likes it We're planning to 
do a rally game next, which was 
going to be called 'Muck 'n' Rubber'; 
maybe we'll carry on with it at some 
point." Oh dear... 

The Big End (or TBE as it is 
known), in case you were wonder- 
ing, refers to "the larger end of the 
connecting rod in an internal com- 
bustion engine," apparently, and so 
has at least some reference to cars. 
For it's a racing game, you see; a 
fast, colourful zoom-around that 
manages to steer clear of the obvi- 
ous Overdrive/Skidmarks clone tags. 

"We've gone for an isometric 
view, which is obviously still over- 
head like Overdrive, but it adds a bit 
more depth," Craig boasts. "The cars 
are further away than in most 
games, so you can see more scenery 
— and hence you can see the corners 
earlier and react to them. That alone 
makes the game more playable." 

Each member of The Hidden is a 
big fan of car games. They spent a 
long time "researching" Formula 1 




Grand Prix — one of their favourites 
— along with the obvious Overdrive 
and Skidmarks. "You'll be able to 
pick TBE up and drive around — but 
hopefully you'll crash on the first 
corner," says Craig, somewhat cryp- 
tically. "The car algorithms are real- 
istic. In other car racing games they 
just have inertia; we've got proper 
handling just like in F1GP. 

"We've spent an enormous 
amount of time doing just the arti- 
ficial intelligence and the handling 
of it all. Hopefully, the overall feel 
should be different, but still familiar, 
if you see what I mean — in the 
same way that most footy fans find 
Sensible Soccer. It sort of carves its 
own niche, its own feel, so hopeful- 
ly TBE will play uniquely — to go 
with the unique graphics, perhaps," 
he laughs. 

Another trick they've, ah, bor- 
rowed from F1GP is the use of a 
number of cameras: "The cars won't 
be fixed in the centre of the screen 
as they are in, um, some games," 
Craig reveals. "The camera will pan 
around intelligently to show the 
maximum amount of course coming 
up as possible." 

As Craig says, TBE "is packed with 
algorithms and options," but he's 
keen to emphasise that it can be an 
arcade game if that's what you 
want. "TBE will be as complicated 
as, say, Jetstrike was; but the novice 
player will be able to get into it 
more easily. The average Overdrive 
player could play this game, but also 
the F1GP players will enjoy it too. 

"It has all the little twiddly bits 
like when you're on the grass it 
sprays up, and when you hit the 



tyres they bounce around. Occa- 
sionally sparks come off the road, 
and of course, you leave skid marks 
behind [titter ye not, small child]. 
But we're not forgetting the more 
demanding racers," he stresses. 
"We're also putting a management 
aspect into it. It won't be anything 
radical, because it's not a manage- 
ment-style game, but it's intended 
to give people a little bit more depth 
if they want it." 

On the graphics front TBE will fea- 
ture tunnels and bridges, but will 
use a unique system to display 
them. "If, say, we did the tunnel 
from the Monaco circuit," explains 
Craig, "we would build it using 
beams and girders — effectively the 
bare bones of the tunnel. Then we'd 
put loads of shadow on it, so it looks 
very dark and you know you're in a 
tunnel, but you'll always be able to 
see your car. Okay, it's not a 100 per- 
cent perfect solution, but we think 
it works. 

"The graphic system's really 
clever," he continues, modestly. "It 
uses all 256 colours, so if a car goes 
under a shadow it won't just go 
black; it will actually be shaded 
down to make it look darker. You 
should hopefully see the clouds 
above the track as well." Because it's 
256 colours — yes. you guessed it — 
The Big End will be Al 200 and CD32 
only at first. "We really like design- 
ing for those machines. We will try 
to make an A500 version afterwards, 
but we have to be realistic; we have 
to look at other platforms as a 
means for bringing money in, so 
that we can plough some of it 
back into Amiga development/' 
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EVIL'S DOOM 

(WORKING TITLE) 



Black Legend/Croteam 




"Knock, knock!" 
"Who's there?" 



"A little old lady". 
"A little old lady who?" 
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What's the difference between 
of elephants and some pi 



an a he d 
plums. ? 



Nothing, they're both purple, except 
for the elephants! 
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Black Legend/Croteam 

I was pleasantly surprised recent- 
ly, when Black Legend brought a 
representative from their Croat- 
ian office around to show us some 
of their forthcoming attractions. 
You've probably already bumped 
into one of them (page 34's Sensi 
look-alike), but that's not all folks, 
and with the aid of Richard Holmes 
I'd like to present to you another 
two games that are currently 'in 
development', as we say. 

The first of these games goes by 
the name of Spherical Worlds, and 
features a. er... spherical hero, who 
has to work his metallic way through 
overhead-viewed levels filled with 
rampant nasties, just gagging to 
hurt you in a fatal sort of way. 
Richard explains... 

"We're still adding the 'sphere' 
element of the game play, with 
ramps making you climb and 
descend to gain speed, and the pos- 
sibility of some jumps in there as 
well. We're trying to make it a bit of 
a combination, with elements of 
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What did Tarzan say when he saw the 
elephants coming? 
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"Here come the plums." He was colourblind! 



shoot-'em-up. 
Gauntlet and Marble 
Madness, so it's got a different feel 
to it. We also think it's quite impor- 
tant to have a good view of distance 
around you — to feel that you're in 
control — without someone just 
suddenly appearing in front of you. 
so we've done this by making the 
characters quite small on-screen." 

The game also carries a certain 
Alien Breed-ness as far as collecting 
items goes, with keys and money lit- 
tering the floor. There are a number 
of different keys on offer, and a 'big 
gun shop' where collected credits 
can be exchanged for better 
weaponry and extras such as maps 
and. er... stuff. 

"It's very much a new idea, com- 
bining the best of Alien Breed. 
Gauntlet and that sort," explains 
Richard, "but the main selling point 
has got to be that it's not just 'go 
out and blast them', you have to 
think about where you go and how 
you use keys. Do you use them to 
collect money, or do you 
head off somewhere 
else? Another major sell- 
ing point is that it's just 
a hell of a lot of fun, a 
really good blast." 

The game will be split 
into a number of large 
levels, with a handy save 
option to avoid frustra- 
tion and make it more 
of an adventure rather 
than just a 'good shoot- 
'em-up'. 

Well, shipmates, it 
certain looks and sounds 
like a rather tasty 
morsel, and if you can 
hold your water until 
November, you'll be able 
to sample their cookies 
for yourself. (What are 
you on, and can I have 
an ounce? — Simon). 






ext to emerge, 
all wet and 
'scarce half- 
made-up' from 
Croteam's black bag 
of unfinished stuff, 
an interesting 3D- 
viewed dungeon 
romp, currently oper- 
ating under the 
working title of 
Evil's Doom. At 
the time of 
writing, 
there's no set 
story line — 
in fact, there 
isn't even a 
game; just a 
very attractive 
3D engine that 
allows you to wan- 
der around admiring 
the gorgeous stone 
cladding. Once again, our pal 
Richard Holmes helps us through 
the darkness... 

"At the moment it's basically a 
routine with the high-res interlaced 
game screen at the top, which has 
yet to be spaced out properly, and 
3D code that looks like Doom [see 
the next Mini WiP, fact fans]. You'll 
also notice the detail and light flick- 
ering that's been added to give it 
that right atmosphere, while a pro- 
grammer has spent about a year 
and a half designing monsters, 
locations and that sort of thing. All 
the programming is in there, and 
now it's basically a question of 
making the game around it — 
that's what we're concentrating on 
at the moment." 

It seems that, though from a 
'Work in Progress' point of view. 



"Hey! I didn't 
know you could 
yodel!" 

the game is in 
its earliest 
f stages, from 
where the pro- 
ducer is standing 
it's already about 70 
percent complete and 
most of the hard work is 
already 'done'. 

Having mentioned Doom, I won- 
der if that's the angle Black Legend 
is going for, or should we expect a 
more Dungeon Masfer-esque romp? 

"It's more likely to be a fantasy 
role playing game; we only want the 
Doom comparison as far as the full 
screen goes. There are a lot of new 
ideas going into this game, but we're 
still not decided on the final product. 
I can promise that it will be a very 
polished game — not just Dungeon 
Master 36." 

And so. bold adventurers, with 
that, it's time to leave Black Legend 
for now, and as far as Evil's Doom 
goes we shall not be returning to this 
place until early 1995. 

The future... it's a frightening 
place. (It's not a place at all Matt, is 
it? — Harry). 
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No. she went of her own accord. 



DEATHAAASQUE 

Apache 




y now, most people who 
read computer magazines, 
whether multi-format, PC or 
Amiga, will have heard of the game 
Doom. It is, quite simply, a 3D shoot- 
'em-up, playing in first-person per- 
spective. Though there have been a 
number of games in the past that 
have tried to produce such an 
effect (even the Amiga 
has had, for instance, 
Hired Guns, or even 
the raptor bit from 
Jurassic Park) 
Doom is generally 
accepted as the 
best yet. It's not 
surprising, then, 
that a huge number 
of copy-cat products 
have started to surface 
(believe me, the PC front 
is already flooded with crap 
pretenders) and the Amiga looks set 
to receive its first real offering. 

Deathmasque has, rather intelli- 
gently, avoided bothering with any 
huge, boring storyline, and has just 
opted to go for 'tons of fun — with 
a jolly big gun'. The end result is a 
simultaneous two-player combat 
game, with emphasis on super-fast 
action, strategy, exploration and 
atmosphere (it says here). You view 
a split-screen, and players operate as 
one of three characters, with 
attributes designed to appeal to dif- 
ferent playing styles (don't worry 
though, they've all got huge gunsl) 




The plan is that you will have to 
work your way through scenarios 
such as prison asteroids, alien space 
craft, warehouses, caves, Martian 
colonies and genetic research sta- 
tions, killing the various armed bad 
guys and strange monsters that you 
meet along the way. 

Because the game allows 
^ for simultaneous play, 
two players can also 
indulge in a simpli- 
^ fied 'who can kill 
the other person 
first?' competi- 
tion, where all the 
really fancy stuff 
is stripped out and 
you just have to 
find and ultimately 
shoot the other per- 
son. This game will be 
spiced up with the addition 
of such toys as Total ffeca//- style 
holographic clones (which you can 
set up and then lay in wait nearby) 
and Predator- style cloaking devices 
(a bit like Spy vs Spy, then? — Andy). 

Apache is working hard to keep 
the speed up without having to 
resort to tiny game windows — 
offering the player three different 
detail levels for personal preference. 

As you can probably imagine, this 
works superbly in Doom, and if 
Apache can do a decent job of cre- 
ating this effect on the Amiga, it'll 
have a bit of a hot potato in its 
hands. And no mistakin'. 
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Have you ever noticed that 
there's no such thing as a 
puzzle game? I mean, obvi- 
ously there are such things as puz- 
zle games, but not if you're a soft- 
ware publisher who's drafting up a 
press release. Then there are only 
such things as 'highly addictive puz- 
zle games' or 'strategically taxing 
puzzle games'. Well I think it's time 
to cut the crap, and refer to them 
as they truly are. And so ladies and 
gentlemen, may I present to you — 
'Another version of Pipe Mania with 
a touch of Tetris thrown in for good 
measure'. Hurrah! 

No offence, you understand, as 
Super ioopz actually looks to be 
quite an interesting little brain 
churner. It is quite similar to Pipe 
Mania in that you receive bits of 
'tubing' varying in size and shape, 
and you must rotate and fix these 
pieces onto an overall board in an 
attempt to make a set number of 
complete loops (or, hey, 'Ioopz') 
before your time limit runs out. 

You can have as many individual 
'Ioopz' on the go at the same time 
as you want, or you can concentrate 




"How 
docs it 
smell? 

on mai 
the biggest loop 

possible. Obviously, after a while 
the screen begins to get cluttered, 
forcing you to stock pile useless bits 
in any available space. 

You can rotate the pieces before 
placing them, allowing you to twist 
and turn like a twisty turny thi... 
(snip. I've already used that gag on 
page 30! — Simon.) and you can 
use 'Gophers' to clear a certain 
amount of unwanted pieces. 

The final game will feature an 
arcade mode, with 10 'Ioopz' being 
completed within a progressively 
tighter time limit; a standard game, 
where you set the difficulty level 
yourself; and a challenge level 
where two people play against each 
other simultaneously on separate 
playing fields. 

These features, plus the inclusion 
of bonus rounds, should keep the 
general puzzle lovers happy, and in 
a month's time we'll be bringing 
you a full review. Aren't we great! 
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,.ble M.»ian 2075 



CD37 19 99 

CD37. 19.99 

A500/AI 200 22 99 

ZZ1 29.99 

1999 

12.99 

.A500/A17O0/CD32 22 99 

''''lli'lmm-Mlil'liifg 

„ „ 1099 

y ,^ 22.99 

.A5OO/A12O0/CD37 19 99 

lianoJone* LmlCn/wde ....14 99 

Ind, Jan*. Allan... Adv (1 Meg) 24.99 

India™ -:nn 'air »t AAmtii Ajt.on H 

Innocent Until Cogflhr '0 99 

Inlerna 3 CD32 19 99 

. MANAGER ■ WOOD CUP (WT10N 17.99 

IcWGoKV, CD32 19 99 

I Open Go»i Champ.onih.p 1 7 99 

I Sentible Soccer CD32 16 99 

3 22 99 

Jock The Ripper 27 99 

JammlWx: Al 200/CD32 17 99 

Jogvor XJ220 6 99 

J^vWhiWiSnooW 12 99 

John Barnei European fao»ball „ — 8 99 

tohn Bam« Foo2oT ..CD32 12 

JUNGll BOOK A1700 . 19.99 

AirmncPori _ ...,.17.99 

Mrcniicfar* A I TOO IB 99 

AiroMic Port w CD32 19 99 




A50WCD32 19 99 

1699 

12 99 

CD32 19.99 



G*U«pa2P'ta>AGA) 

KICK Off 3 

KICK OFF 3 

KUVUkn 
KingmcAer 
Kingt table 

KMDPM A5O0/A)300 



KING PIN 

Kingi Oweit 1 

*.ingi Ount 2 or 3 .„ „ 

KingiOuB)6 

KNIGHTS Of THE SKY (I MEG) 

Later Squad - 

Lcgondi of Woui inimrri 

Leriure Soil lorry 1 (or 2. 

Imunr Sun lorry 3 

liMMINGS 1 

UNKS- THE CMAllENGE Of GOlf 

I lonhaart — 

LiM Drti 

li-e-pod foolboil ... 

1 Off OS Of POWER 

Loral err The Realm _ — . 

IOST EDEN — — 

lau Vikingi 

larui Turbo Trilogy _ ,.. 

Lure ol The Temprraa 

Ml Tank Platoon 

Mau>CM»n'i Coi4b . 

nVmMran— 



1999 

1799 
22 99 
19 99 
...1.99 
—0033.12.99 

1299 

1099 

A5OO/A170O 22 99 
.1099 

,„ m 8 99 

24 99 

_ 12 99 

1399 

OJ32.19 99 

„, 12 99 



am. 14.9? 

CD32 1999 
CD32 17 99 

3299 

27 99 
CD37 .22.99 



ii t4r Li «d fen Uuw Q u w 

Monhunler *Ne- YorS^ 

Mov>i Boocan 7 

Meuengen of Doom 

hWrocown 

M*ro MbOMH i 

WUrtar 1 

M-chvinter 2 

MrohryMor - 



CD3? 19 99 
CD37 72 99 

1299 

1799 

19 99 

1097 

1999 

1299 

4« 19 99 

...—,,.19.99 



CD32 79 99 

- 1799 

10 99 

,. 14 99 

A600/A1200/CD32 1799 

MothmcV . - Is 99 

MwtaUc-nool 20.99 

Norco Mn 

NofaCMdKte ASOO/CD32 U99 

OoTlwl£|..._ 1999 

OnTUEol...^- A12O0 22 99 

K g:— "i^^wi i^ 

fbrotol Start 8 99 

rWihion....„ _ - - 19 99 

PGAImrGoi 12 99 

PIN6AU DffEAMS . FANTASIES 22.99 



Pmbal Fantaun . 
Pinbol FontaMM .... 
PiflU Mopk 

pi nti ._„ vv „ 

P.rate. Gold ^ 

Pol<e Oied 1 or 2 or 3 

Pciwermonger& Data Di* 

Premiere 

PREMIER MANAGER 2 . 

Pr.nce Of Ml 
Project X. 




'( Lrogue Coach .. 

Sobro Team (enhanced) 
Second Samurai 



Seniible Soccer w CD32 

Sen B World Of Soccer 

SENSIBLE SOCCER INTERNATIONAL EDITION 

5oo^LS^~~'~"""X'"!—"-!^^~ 

SllRRA SOCCER 

Silent Semol 2 _- - 

SIM CITY 2000 .... 
SIM CITY CLASSIC 
Sen City DeJuu.-. 

-,r-i ' t t ... , , 



A1200 19 99 

CD32 24 99 

699 

AS00orA1200 17 99 

-...CD32 19 99 

A1200/CD32 22 99 

12.99 

12 99 

CD32 12 99 

12.99 

699 

fto!ec-^l7 0dlenge C032 1799 

K0m T. C032 22 99 

M Viniilcwr 2 irrml^rtnor, Gnar Gsurn 2 B99 

PUGGSY ' _ 19.99 

CW/Al«n Braed CD32 17 99 

OueW For Gtory 1 12 99 

Oueii ForGlory2 „..13.99 

RoiWood Tycoon 8.99 

Beach (or (he SU> 22 99 

ffmq. Ol Wadirta Gold 19 99 

8 IS* Ot 1ME ROBOTS AS 00 25.99 

RISE Of THE ROBOTS A1200 27 99 

Rim Of The Robati m CD32 22.99 

Road Ha»h „ _ 10 99 

i tao/im — 



I 

22 99 

17 99 

,CD32 20 99 



A12OO/A500 1799 

A12O0/CO32 3099 
ASOO/A1200/CD32 1999 

SECRET Of MONKEY ISLAND |1 MEG) _ 12.99 

Secret ol rWyikey Idand 2 , 24 99 

Seek N Dn-ay A3O0/CD32 1 7.99 



m Cn> Populoui 



...,..,..ii 



Sim Li 

Simon The Sorteror 

Simon The Sorceror _ 

Skidmarlu 

Soccer Kid 

Soccer learn Moxuger 

Soup Trek (The Search for Stack) 

Space Oue*l 1 

Spate Ami 2.... 

Space Oue.1 3 
Space Hult 
SPACI LEGENDS 
SpeedbaH 2 

STAB LORD 

Star Trek 

Srreer Fighter 2 

Sr-Aer T. 

Striker .. . . . . 

Supcrhag 

Super Hero 

Super League Manager 
Super 



A400/CD32 

A500/CD32 

AI200 



CD32 

10 



A1200 



Supremacy 
Surf Nm)o 
Synckcata 



■octicol Manager- Engli^i i 
teM Match CneW 

TEAM 17 COUEOTON VOL 

IFJ( _ 

The Blue 8. IheGrey , 

THE GREATEST 

Their FioMHsur 

THEME PARK , , 

tomodo 

Total Cornoge 

Total Comoge 

Tower Anoun 

town W-rh No Name 

Trocar. 2 

Trap. N Treaumn 

Troll* ,„,■»,,■, -r- 

Trinot P u r.mt Deluu 

Trolli 

Tunwng Poinl 

Tumton 3 . 

TV SporK Duo 

U FO - 

U96 _ - 

UtllMATl BODY BLOWS 
ULTIMATE PINBAU QUEST. 

Uncovered 

Utopia 

Utap.a2 

VolhoMa lord o* infinity 
V-kingt 

WCMBUY INTERNATIONAL 
WEMBLEY BMTEftNATIONAL 

Wembley tcugby league . 
WtU Cup Soccer.. 

W,ld Cup Soot ,.. 

Winter Gold 

Weiker Olympic* 

WORLD CUP USA 1994 

WORLD CUP YEAR '94 

Zool ^ 

Zoo _ „. _.. 

Zee 2 

Zoo 2 



-....CD32 

,,,,i,./6a! 

'?ciffl"iK f r^rfr'r ! ' ' 



■"a7tw7cd32 



. ...A1200ORA500 

A500/CD32 



CD32 

Ai00/A1200 
CD32 



ASOOor A1200 

CD37 

CD32 



A500/CD32 
CD3? 



..CD32 



A5O0/CD3? 



SOCCER CD37 

SOCCER A13O0 

A500orAl200 
A500/AI200 
CD32 



Zoo 2 



CD32 1 



COM 
M200 



19 99 
19 99 
13.99 
19.99 
899 
16.99 
12 99 
22 99 
17.99 
19 99 
19 99 

22 99 
2? 99 
29 99 
17 99 
1299 
19 99 
99 
19 99 
1299 
10 99 
1499 
22 99 
19.99 
.9 99 
77.99 
22 99 
1299 
8 99 
1999 
19 99 
1299 
1999 
22 99 
29 99 
10.99 
1 9 99 
22 99 
19 99 
16.99 
I - 99 
19.99 
22.99 
22 99 
71.99 
1799 
22.99 
22 99 
|g,99 
1999 
1399 
22 99 
77 99 
17 99 
.9 99 
1999 
19 99 
22 99 
1799 
1999 
22 99 
22 99 
19.99 
19.99 
1799 
8 99 
1999 
■ g 

.999 
19.99 
17 99 



19 99 
12 99 
27 99 
17.99 
19.99 
19 99 
12 99 
1099 
1999 
17 99 



COMPILATIONS 



WOllD CUP YEAR 93/94 

Saniibki Soccar, 
Oi»-pomh« Maicqer '93, 
Smker. Gool 
CI 9.99 


AWARD WINNERS 2 

SenWbl* Soccer. 
Tool Jimmy Wr-en, Elite 1 
£19.99 


iotas Of FOWB 

4W W-o 1 lad ttro* 
Gmrnit 

cn« 


TEAM 1 7 VOt 1 

kdylfa-. Superfma. 
O— dm* 
CI9.9? 


ton 

DUn <*i^ CIS (U*a- 
Ann. Ma 1 * Wig., ipk* n 
Vnnt^mo. SefWHrbl 

tlArf 


SMailOfNDS 

Wing Commankir. Silt. 
Megoeaieibr 1 
C 19,99 


oair couicnon 

FrM'oed Ml Bm 
Fanknr WorUOaiy. Inmrn 

h. ftar. ntagMlonl Only 

tHM 


COMBAT CLASSICS 3 
FI9SlK«hligW 
54*M Se-ite 3. 
racAc idand. 
C 19.99 


IXCmiM GAMfi 

IMJTTVf. KWJXWI } 
tOM 


DUZr i UCIUINT 
ADVINTURK 

Diny Pane. 
Bubbl* Diuy. Daiy-Cntice ol 

»to»» fa*, tjmmd 

Lhuy Kink Sna. 

C 16.99 


M GBfAlT^l 

j™, whii'i Sn Baker, 
Uiie ol Tha lanpttei.. (Xr» 
01.9V 



SPECIAL OFFERS 



Alien Breed 2 12.99 

Arabian Krughtt 9.99 

Body Blow* — 12.99 

Brutal Football 10.99 

Crviliwjtioi. - A1200 ..17.99 

Championdiip Manager '93 12.99 

Choo. Engine 9.99 

Chuck Rock ~ 10.99 

Diuy Panic - - — 6.99 

Jock Nkbaui Unlimled gotf 1 2.99 

lack N«iuoui Courw Detignen Clip orl Vol 17.99 

K»tk Off 2 f inot Wh.irtr _ ^....7.99 

Kick Off 2 Winrung Taclio 5.99 

lemmingt 2 the Tribe* — 12.99 

lota* Trilogy ~— 12.99 

Nick FoUo-tGeV 12.99 

N Mon*e* World Chomp A12O0....I2.99 

Prernwr Manager 2 _____ 7.99 

Sobrc Eeom _ . 1 9.99 

Senwble Soccer 92/93 1 2.99 

Shadow World* 9.99 

Soccer Kid A500/A1200.9.99 

Super Te«m- 12.99 

Thunoer*!rike 5.99 

Utaplo . New World* 17.99 

Wing Commander 9.99 

Zoof ™ 8.99 

Zool 2 A500/A1200 ..10.99 



EDUCATIONAL 



ACT Engliih (All Age*) , -.17.99 

ADI French (All Age*) 1 7.99 

AIM Math. All Age*) 17.99 

ALU GCSE Mam* Engli.h or French 2199 

Better SpaHing (8-101 _ -13.99 

8*r>wrAolm.(12-1o| 13.99 

Cove Ma« (8-121 10.99 

Fraction Gablini (8-131 10.99 

Fun School 2 |U6| or(6 B| or (8*) 6.99 

Fun School 4 (US) or |5-7) or (7-111 16.99 

fun School Port - Orate towr 5.) 17.99 

fi«SchodSpr*«lwL7-13J 17.99 

lunior Typitt i S 10: 10.99 

Magic Ma Ni. (4-5) 13.99 

Mom* Drogon* (6-13) 10.99 

Moth* Mania (8-12) , 13.99 

Merlin Mam. (7 11; 17.99 

Mickey'* 123'* (2-5) ™ 13.99 

Mrcfcey'* ABC'* [2-5) 13.99 

Noddy i Big Adventure .16.99 

Noddy * May Tim. |3+| 16.99 

Picture fraction* (7-10) ,.. _ — 10.99 

rlrjytchool (3-0) , 9.99 

Rea*oning with Troll* 15-121 10.99 

Tidy The Hou*e |6-10) 9.99 



JUNIOR ADVENTURE 



Robin Hood (8 • ) 13.99 

Scrooge A Chr.*tma* Carol| (8*1 1 3.99 

The TW (W* 15-10) 13.99 

Thoma. The Tank Engine. _ ..6-99 

Wind in The Willow* |6.| 13.99 

WiiordOf Ot . 13.99 



JOYSTICK & ACCESSORIES 



lOCopociry 3.5" Diik Bo* 1.99 

40 Copocrty 3.5" Dai Bo. „ 4.99 

SOCopocily 3.5" 0i*k Bo- 5.99 

80 Copocrty 3.5 Dtdi Bo- -...6.99 

100 Capacity 3.5" Did. Bo. -...7.99 

Analog Joy*U AdaptcK 4.99 

Chc-tah 125* 7.99 

Cheetah flag ........... 1 1 99 

Contention Pro Extra..-.-.. —_..._._—. 14.99 

Freewheel Steering Wheel .™__™.™_._..24 99 

Grami Advanced Switch loy*tick 22.99 

Mou*e 10.99 

Mouiomat , 1.99 

Gravi* Gome Pod 15.99 

Ouitkioy letltohrer , 1 1.99 

OuickUy Pedal* 17.99 

Ouickioy loptlar 17.99 

QuickC S*, 10.99 

Stmcam Slik Stick -.99 

Swncom1oc2 , .7.99 

Wico "q" Sack 4.99 



3. 5 "BLANK DISKS 
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10.99 
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17.49 


15.99 


12.00 
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28.49 


24.99 
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15.00 


50 


35.00 


26.00 


23.99 
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65.00 


49.99 


44.99 
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At The One we believe that a picture speaks a thousand words. Each review begins with a 
short introduction, telling you what sort of game you're reading about and outlining the 
plot. Then we follow that up with illustrations, maps and diagrams accompanied by 
informative captions that demonstrate every aspect of the gameplay. Finally there's the 
Verdict where we explain the game's good and bad points in detail, so that you can work 
out whether the game's for you or not. Though a review is written by one person, the whole 
team plays every game reviewed and the Verdict and scores are based on everyone's input. 
Based on years of research this is. quite simply, the best game reviewing system devised by 
man. Probably, 

THE VERDICT PANEL EXPLAINED 



This piccy shows you clearly which 
Amiga • A500/600. A1200 Of CD32 - 
the game Is being reviewed on. 



This panel indicates who is pub- 
lishing and who created the game, 
along with essential info such as 
how much the game costs, when 
it'll be released, the control sys- 
tem(s) used, how much memory 
your Amiga needs to run it. how 
may disks it comes on (and there- 
fore how much swapping you can 
anticipate) and even whether you 
can install it onto your hard drive. 



This percentage indicates not only 
how well-drawn or animated the 
graphics are. but also how well 
they complement the game. Some 
games look great in static form 
but may be slow and jerky 'in the 
flesh' which will be indicated by a 
lower-than-expacted Graphics 
score. 



As with Graphics, the Sound score 
isn't based purely on the quality 
of the tunes and sound effects, 
but also on how well they 
enhance the game. For instance, 
an all-guns-blaring shoot-'em-up 
with a silly bouncy jingle wouldn't 
do well here. 




Payability, which we hope will 
soon be incorporated into the 
Oxford English Dictionary as a 
'real' word (write to your MP!), 
indicates how easy the game is to 
get into and how much fun it is to 
play. Things like poor control or 
cluttered screens will take this 
score down. 



Another 'new' word. Instability 
indicates whether you're likely to 
finish the game In a day or a year, 
and also whether the game is one 
you're likely to keep returning to 
time and time again. It's a rather 
important mark, especially with 
games being so expensive. 



The Overall score is the definitive 
guide as to whether a game is 
good or bad. It takes into account 
many factors other than the four 
main ones listed above, which is 
why it's not simply an average of 
those scores. Anything scoring 
85% or above is considered an 
essential purchase. 



The Amiga family is even bigger 
than ever now. with people able 
to buy AS00/600s, A1200s and 
CD32s. Here's where we'll tell you 
about how the game runs on the 
machines not covered in the main 
Verdict panel, as well as whether 
any enhanced or cut-down 
versions of the game are planned. 






Will Core's latest 
graphic adventure 
be universally 
applauded by all? 
Over to Simon 
Byron, who after a 
long period in 
comic therapy is 
now happy to be 
'just this bloke 
only too well 
aware of his 
insignificance 
in the great 
scheme of 
things'. 



Give's new Cybertoothpaste 
was minty. blue and 
refreshing too! 



About six months ago, the 
ever-smiling Susie from Core 
strode into our office clutch- 
ing several disks, wearing a grin that 
was so wide it made her lovely eyes 
water and her pretty nose bleed. 
After a few minutes of the customary 
innuendo and stupid comments, she 
revealed why she was visiting. 

"I've got an early version of Uni- 
verse, our next graphic adventure," 
she chuckled, her cheeks getting 
rosier by the minute. "It's from the 
team behind Curse of Bnchantia. So 
it must be good." 

Mistake number one. Although 
Curse was applauded by some mag- 
azines. K left us here at The One 
none-too impressed. Its main failing 
point was the fact that you couldn't 
die. making the whole adventure ten- 
sion-free. I made a mental note to 
raise the point when I could fit a 
word in sideways and continued lis- 
tening and nodding occasionally. 

In due course, the early preview 
version loaded. "Well, what do you 
think?" inquired the bright 'n' bubbly 
young softette. 

At this point in any presentation, if 
a game looks dodgy, we offer con- 
structive criticism or, more likely, 
laugh the PR person out of the build- 
ing. However, on this occasion I was 
feeling particularly cheerful for some 
reason or other (I think I'd seen some 
horrible car crash on the way to work 
or something) so I kept my trap shut. 

"Mgghs msmm-umm," I offered, 
wishing that I hadn't decided to keep 



my gob tightly closed. If you spoke 
fluent rubbish then you would have 
realised that I was trying to say that 
it looked quite nice. This is the kind of 
non-committal remark we come up 
with when we're trying to think of 
something constructive to say about 
a game we don't like. And I didn't like 
Universe one little bit. 

There was nothing wrong with the 
plot, apart from the fact that it was 
virtually identical to Flashback (you 
know the kind of thing: young lad — 
this time called Boris — is sucked 
through a computer of some descrip- 
tion, across time and space and into 
an alien world, blah, blah, blah, blah, 
blah). In Core's defence, a great story 
teller did once say that there are only 
seven scenarios in the world. Obvi- 
ously one of them's labelled simply 
'Flashback'. 

Nope — I couldn't put my finger 
on exactly why I disliked the game. I 
just did. So you can imagine my reac- 
tion when, months later. Susie rang 
up and informed me that she'd be 
bringing down the finished game the 
following week. "Great," I lied. 
"What's it like?" 

"It's mega," she enthused, 

Pencilling this comment in for 
inclusion in the next feature we do 
about PR people lying through their 
fiery pants, I slammed the phone 
down and let out a long wail. 

But do you know what? For once 
in the entire history of PR. she was^ 
right. Universe really is 'r 
ever that means — Harry.). 



REVIEW 




(Left) What separates Universe from the likes of Beneath A Steel Sky. Kyran- 
dVa. and the Monkey Island duo. is its use of arcade sections to break the 
action up. They're only simple sub-games (here you have to manoeuvre your 
craft into the docking arms) but they're entertaining nonetheless. However, 
you can't save your position whilst attempting to complete these sections, so 
it's worth backing-up regularly . 




0 



REVIEW 




GETTING STARTED... ->- 

In a controversial break from tradition, I've decided to guide you through 
the opening stages of the game so that you — yes YOU! — can witness the 
kind of puzzles you'll be up against. 





For some reason, Boris begins his quest perched 
atop a barren asteroid. There's nothing here but a 
solitary satellite dish so the only thing to do is leap 
off onto this larger asteroid [right). There are loads 
of discarded objects to be collected here, including 
some rocks and a circuit board. From here, the next 
stage is but a leap away... 




This attractive-looking creature is 
affectionately known as Snorgtat. 
He flits from planet to planet, look- 
ing for valuable items to exchange 
in return for a lift to distant 
colonies. He isn't the most cheerful 
of chaps so it's best not to cross his 
path more than a couple of times with- ^ 
out being able to offer him something to 
calm his nerves. If you know what I mean. 

Which you probably don't 



...quite literally! You see, what with this being 
space and everything, there's very little gravity 
so If, say, Boris wanted to jump onto the distant 
asteroid via this spinning one... 
... then he'd have no problem at all. The more 
attentive of you will notice that this location 
bears an uncanny resemblance to the first one — 
and you'd be right. But this time Boris has a cir- 
cuit board... 




Demonstrating where 'pojnt-'n'-clfck' interfaces got their name from. Uni- 
verse relies on a few taps on the mouse buttons to initiate actions. Sadly, 
sections of the background which play a role in the game aren't highlight- 
ed by text descriptions, so you often have to move the cursor around the 
screen and experiment with the actions to see if you're missing something 
blatantly obvious. Jl^ 






...which should be Inserted Into the satellite dish. From here, Boris can 
extend the walkway, enabling him to walk over to this bustling location. 





If you're worried about exploring 
something as vast as the, er. Universe 
then don't be. The way the game is 
structured means that only a few 
locations open up to you at a time. 
You're generally restricted to four or 
five key locations, with one clear 
objective to be fulfilled before the 
game allows you to continue. This 
system works well, and means that 
you'll never have to retrace your 
steps more than a few screens if you 
discover you've missed something. 



THE VERDICT 
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As Boris learns more about his quest, he keeps having mysterious visions 
which outline events happening on the other side of the galaxy. At the time 
of writing I haven't worked out exactly why Boris keeps having these halluci- 
nations so I'm not in a position to telt you much more about them. Sorry. 

_ 

^j^r ^ - ~— — 

OddV enoujh, I'd really like to know WERE X ^^^JJ 



You would have thought that as most graphic adventures conduct conv. 

tions by displaying topics for you to select. Universe would be no different. 
And you'd be right. Just click the 'talk' icon and then move the cursor over 
the person you wish to chat to and these cut scenes appear, detailing the 
subsequent events. 
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And another thing, the ref is far too strong with his cautions. It's only 
smatf point, but I've only discovered one ref in the game so far — and 
Jartoo card-happy. Almost every foul is accompanied by a yellow or r 
-* card — to coincide with FIFA's Fair Way scheme, perhaps? 
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REVIEW 




I'd played thii 
get a lunging 
to keep the pt 
the man-mark 
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to run around 



for a whole evening before I managed to 
ackle in. The player selection routine tries 
lyers in position, you see, which makes 
ng of a particularly quick player very drffi- 
i you do catch up the temptation is simply 
them and tackle the ball cleanly. 



It was coronation day in Soccerland, and all the little Amiga games had bounced along to 
watch the ceremony. The streets were lined with bunting and balloons, and the crowds 
hushed as a grave-faced Andy Nuttall stood upon his soap box. "There is to be no new 
King today/' he proclaimed, "for the chosen one is crap." (A bit like this intro — Harry.). 




It's herel At last, "the most 
authentic soccer game outside 
the real thing," the "fastest foot- 
ball game on the market," the "accu- 
rate," "authentic" football game with 
"ultra smooth graphics" and "stun- 
ningly detailed animation." 
Cobblers. 

After writing the 'Liars!' feature 
last issue, I was wondering when the 
sermon of truth economics would 
next be delivered from the mouths of 
our beloved softies. All the wibble 
and superfluous wiffle above came 
from the small catalogue included 
within the World Cup game box; and, 
given the quality of the game, it 
seems only fair to award the honour 
to US Gold for its almost magical use 
of jiggery-pokery. 

To be fair, in a recent interview 
with The One the Producer of World 
Cup made it clear that there are "cer- 
tain aspects of the game that don't 
quite match up to the opposition," 
but went on to say that there are 
other aspects which hammer them. 

Well, I can honestly say that the 
only area in which World Cup scores, 
so to speak, over its competitors is in 
the number of options. Almost every 
aspect of the game can be altered: 
back-pass rule on or off; offside rule; 
action replays; one- or two-button 
joysticks; the ball's 'glue' factor — 
pretty damn comprehensive. 

Not only that, but US Gold has 
made the options icon-driven — so 

on each screen you're offered an 
impressive array of between 
T^B three and nine playing card-style 



icons for you to select with your joy- 
stick. It's not clear what they mean, 
mind, but they look pretty. 

At some point, though, sadly, the 
options-selecting fun ends, and you 
have to move into the game. This is 
when you really start to notice the 
astonishingly slow and turgid loading 
system, and then when you get to 
the game you realise that the nice 
options screens are simply a facade 
for an incredibly shoddy 'product.' 

And not only did World Cup arrive, 
boxed, at The One offices 
without even a note 
explaining that it 
was for review, 
but it also 
arrived after 
the real World 
Cup competi- 
tion had fin- 
ished, com- 
plete with a 
handy wal 
chart to plot 
your favourite 
team's progress 
through the... um 
World Cup. Ah. good 
planning, USG. Q 

The free kicks, throw-ins 
and corners are all treat- 
ed in the same way. An 
arc of white dots moves 
in the direction the ball's 
going to be kicked, and 
you move the joystick up 
and down to select the 
strength. And left and 
right for, «r, left and 
right, of course. 




As a (token, admittedly) example of the excellent presentation in World 
Cup, here's the map you're given at the start of a competition. As you 
select your teams from the list the, um. vertfc-ally-moving balls indicate the 
teams' speed, tackling and skill respectively. And the b.ill on the world map 
tells you where the country is. m*r " 





(Circle ) : This ref certainly believes in moving into good 
positions to get a decent view of the action. Occasion- 
ally he believes a little too strongly, though; so some- 
times you find him running into the goalmouth to 
announce a corner kick, or standing directly In the 
path of the corner as it's taken. Hmmm. 
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World Cup's an overhead footy game, obviously, but US 
Gold's attempted to throw In a bit of perspective by making 
the ball appear larger as it spins into the air. It may have 
been somewhat over-zealous, though — this Is. without a 
word of a lie. the size of the ball at the moment H hits the 
crossbar. Look at The size of the bloody thing) 

I'VE COT BETTER THINGS TO DO... 

World Cup has probably the worst loading system I've ever 
come across. The two disks are packed with some 80 files, and 
it pauses after loading each one. presumably to decrunch it or 
something. Anyway, the outcome is more delays than an average day on 
the railway — and here are the times to give you some idea. First off, it 
takes a whopping four minutes 10 seconds between switching your 
machine on and reaching the main menu. Not since the C64 have we 
known such loading times — and they were from tape! And then, the icing 
on the cake, each and every match you play is dogged by similar delays: 
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TOTAL (for each game played, remember) 
4 mins 17 sees. Crap, eh? 



aspect of World Cup — the options 
— in the introduction, so that leaves 
these 350-or-so words free for damn- 
ing vitriol about the actual game. For 
that's exactly what it deserves. 
Almost everything about this game is 
wrong in some way: the packaging 
with its belated wall chart, the 
fact that it arrived for 
review at the same time 
ft hit the shops, and GRAPHICS 
the game itself which 
is not even close to 
living up to Its hype. 
It would be good to 
pick up on little areas 
of attention-to-detail by, 
say, mentioning the referee, 
who places the ball on the centre 
spot before each half. But immedi- 
ately any such argument is killed off 
by the rest of the refereeing, where 
the ref constantly runs into the goal 
mouth after the ball has gone out of 
play. Why? And why also, in a corner 
situation, does he always stand 
between the corner flag and the goal, 
thus forming a one-man defensive wall 
against any prospective cross? The list 
doesn't stop there, but it does become boring — almost as 
boring as the astonishingly tedious pauses for disk loading. 
Just cast your eyes over to the little boxout on the left to 
see for yourself — over four minutes to load? That's just 
stupid. When it comes to playing a match, no matter which 
team you pick from the long list you'll find that playing is 
very similar. Sure, the better players move at different 
speeds, and I'm sure that the number of different kicks avail- 
able make for some spectacular shots. But, sadly, the chore 
of selecting your player mid-match, moving him to the ball 
and then attempting to kick it (or tackle a player) is so 
tedious that you'll soon be as frustrated as I was. It seems 
it's all very well having an incredible amount of options, but 
in this world with multitudes of football games vying for 
position on the shop shelves, it's the gameplay that counts. 
And World Cup doesn't really have any, to speak of. 

There are no plans for a CD32 version of World 
Cup. but US Gold has a habit of "slotting things 
into the release schedule at the last minute," 
according to. er. US Cold. An A1 200-specffk ver- 
sion b unlikely, but that's probably a good thing. 
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We'll fight them on the beaches; 
we'll chase them off the 
esplanade; we'll hang out by the 
whelk stall, if Matt Broughton 
has anything to do with it. 
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f realise that these Micro Minia- 
ture fellas don't look too scary, 
but believe me. they know where 
to stick the sharp end of a stick. 
And no mistakin' 



Best get used to this screen, because you're going to see a lot of it should 
you choose to purchase this game. Needless to say that you can access all 
units from here, as well as calling up data on any old thing you fancy. 

To coincide with the hype sur- 
rounding the 50th anniversary 
of the D-Day landings (when 
The Allies kicked ass in France, histo- 
ry fans), Impressions has released a 
strategy simulation to. er, kick ass, in 
the way that only strategy simula- 
tions can. Presented in a similar style 
to The Blue and the Gray, D-Day, The 
Beginning of the End is set. funnily 
enough, at the end of the Second 
World War (June the 6th. 1944 to be 
precise) in Western Europe. Your task, 
because you're placed on the side of 
good old Tommy, is to stop Hitler's 
nasty Nazis from lording it over Con- 
tinental Europe by freeing France 
from occupying German forces. The 
problem is, you have just under a 
year to complete this task and believe 
me. that's not far off how long it will 
take for you to complete this game. 
(Some slight exaggeration there, per- 
haps? — Andy). 

The main play takes place on a 
map of Europe (clever, that — Andy). 
The idea is to move your forces 
around the map and start loads of 
fights — great funl But. conversely, 
unless you're into this type of strate- 
gy game then it's not great fun at all 
(so was that sarcasm, then? — Andy). 
The action does warm up (just a tad) 
when a Micro Miniatures battle takes 
place (an entire skirmish played 
out with little pieties of Micro 
Miniature soldiers). You can't 
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Hurrah for us, we've just beaten the 
beastly Hun! Of course the statistics 
show that we had 43,600 infantry 
against their, er... 436, so perhaps 
we shouldn't get too drunk just yet. 
Anybody got any Vera Lynn? 

control the soldiers directly, but you 
can give them orders, sit back and 
watch them being carried out. This 
sim has FOUR manuals, which gives 
the box a bit of a War and Peace 
quality feel. One of them is a history 
book, though, so, er, sod that. A 
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Hmmrn... the Second World War, eh? 
This is a different approach to the 
usual war games. For a start it doesn't 
have you driving around in a tank 
blowing things up, nor is it a flight 
sim. D-Day is more of a table top 
Dungeons and Dragons war game, 
with rules like "how far you can move 
in your turn," and "how far you can 
shoot your little gun," and "how 

„. Iplaybbility 

many... but you get the idea. Having f ■■ ■ ■ 

not played The Blue and the Gray, 

I'd say this is a pretty original game 
although, from what I can gather, the 1 LR5TAHILITY 
two use the same game engine. What 
D-Day does, it does pretty well, but 
after a few battles you tend to get the 
feeling that the 
game is getting a -| 
bit repetitive, as one 
battle looks just like 
the next. Better graphics 
and sound would have improved this 
game a lot, because the battles played 
pretty jerkily as they chugged along on the 
old AS00 (it's much faster and smoother 
on an A1200). The sound is, well, not up 
to scratch and is just as quirky and, um, 
murky as the graphics. A save game fea- 
ture has, of course, been included, as have 
a few preset scenarios to get you going. 
But my main moan about D-Day is the fact 
that, even at higher levels of difficulty, if 
your army is bigger than your opponents, 
then you can pretty much guarantee that you'll win the bat- 
tle. And as The Allies have a larger army than the Jerries, 
then you are bound to win in the end (unless you play as Ger- 
many, of course!). 
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specific AGA version is planned, but the 
game does run quite a bit faster on an A1200. No 
CD32 version will available either. So there. 







THE GODS AIE BACK. AND ALL HELL'S 
ABOUT TO BREAK LOOSE. 

As the offspring of almighty Zeus, you demand a seat among the gods. 
But before ascending Mount Olympus, you must defeat 3? of Zeus' most 
powerful deities, learn to shatter the sky with lightning and shower the 
earth with fire. Summon heroes to aid your people and plagues to destroy 
the enemy. Call forth tornadoes, hurricanes, tidal warn and columns ol 
flame. A challenging task for a god.... a monumental task for a mortal. 

"Incredible... probably the best video 
game in the world. " - CU AMIGA 97% 

Poputout * a rtgwvo traoimrt or Fisclionc A* Ltd BuHtog • ■ wammaifc ol HtiNrcg 
produOmUd 0 1991. 1994 Ettclrmt Am Ail HtgH* wwimJ pHBUMd irtW *e*n»« 
fm EMOnnK Am LM Etactimc Am n a Kaoemar* cf Am tnc 




A 31 EPIC THAT REACHES A 
MILESTONEIH POLYGON TECHNOLOGY 

in terms of speed, graphical detail and pure out-and-out 
play-ability. A multitude of missions, ranging from devious 
to manic, take you deep into the heart of this sci-fi 
conquest of outer space. 

EPIC • a masterpiece of software 
engineering. 



0 1991 Ocean Software Ltd 



POPULOUS 



4 






f 




I 



SHUTTIF 



□□a □]□□[! 



I 1 



llll 



V 





REVIEW 





What's pink, warm to the touch and destined to be huge in the near future? Wrong! 
It's Millennium's long awaited platform/puzzle romp. Matt Broughton looks as if he's 
licking a squashed hedgehog when he guffaws in that revolting way. 



Last weekend wasn't a 
good one for me. It start- 
ed in quite a promising 
way. with my girrf suggesting a picnic 
somewhere on the sunny coast. 
"What a good idea/' said I, and a 
scant hour later we were on our way. 
armed with a bag of Opal Fruits for 
the journey (of a summer flavoured 
variety, I'll have you know). 

Imagine my surprise, then, when 
fifteen minutes into the ride my car 
suddenly started to shake and shud- 
der like some demented Welsh rock- 
er a'lookin for a 'green door 1 . Yes. the 
car mechanics amongst you may 
have guessed — my Big End had 
gone (see page 41 for explanation — 
Andy). This resulted in a Saturday 
afternoon being dragged down the 
A12 on the back of a National Break- 
down van, followed by the startling 
revelation that it would cost me 
about £350 to get my car running 
again. Needless to say. I'm available 
for childrens' parties, cabaret and, 
well, basically anything that involves 
me getting paid money really. 

And why, you might ask yourself, 
am I telling you all this in the intra to 
Pinkie? Well it's quite simple really — 
Pinkie's got a brilliant car. and I 
haven't. (Ha ha ha — everyone). 

Yes, in true James Bond style 
(that's BOND). Pinkie has a car that 
punches, rolls, swims and jumps, 
not to mention having a jolly 
comfy seat to park you 
bottom on. And good 
news this is too, for 
our lad Pinkie has a 
bit of a task on his 
hands. Not only I 
must he work his 
way through a 
tremendous amount 
of levels, avoiding 
many nasty creations 

Being a fairly nort-vio- 
lent ->""('. Pinkie likes to 
collect flowers as well I 
eggs (if you had water 
milk, you could make Yorkshire 
Pudding! — Harry). These can be 
'plucked' separately or, if you're 
lucky enough to find a 'seed 

» machine', can be collected in their 
dozens. These add to your overall 
points, and we all know what 
points make, don't we...? 



A large proportion of the puzzle solv- 
ing in Pinkie revolves around finding 
the 'successful path' for each level. 
Sometimes you'll spend ages climb- 
ing platforms, only to be blocked by 
a sort of 'LEGO' wall such as this one. 
Fortunately, if you can get your car 
near enough, one good solid 
punch is all that's need- 
ed to set a chain reac- 
tion that clears the 
entire blockade. 

along the way. 
but he needs to 
collect a number 
of runaway eggs 
if he expects a 
Royal 'thumbs-up' 
to move on to the 
next world. 

This is a game aimed 
at the younger player, and 
in honesty needs no further 
instruction. The levels are filled with 
platforms, lakes, spikes and baddies, 
and Pinkie must use his car's 
attributes along with his own dexter- 
ous skills to scour each world in 
search of the elusive eggs. Once col- 
lected, he pops 
them into his 
car's hidden 
storage unit, 
and moves on 
to the next location. 

Simple enough for 
ya? Good. Let's go.. 



Ml true 007 style (or should that be FISH?) your car adapts itself to the sur- 
rounding environment. Though for most of the time you trundle around on 
Its single wheel, should you come across any water or lava, just jump in and 
the car will automatically ektend Its little flippers to help you on your way. 
Pinkie can still get out and swim, but you need to watch out for the strong 
currents that sweep you away. Actually, don't just watch out for them. 
' u vA^d^9° — they're my favourite bit! 





Lab-de-dah, J love a good shop, and they don't come much finor than this! Providing you've got enough points to 
make prizes, just jump on top of the toy you want, and a little crate will trundle off to be instantly fitted onto your 
supercar. Now then, should I take the flippers or the traction wheels? Hmm. decisions decisions 
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Not all of the creatures you meet •«•« mm 
are quite crucial 1o your success. Theee 
will suck your head if you jump o*/t «* 
the level Walls and blockades 
offer an alternative route — the omtf 
back to where you began. hY* *■ mmmm to 




Looking 'ever so slightly' familiar. James... er. I mean Pinkie, can extend 
car seat into the sky and have a good look around. This can be used to either 
give Pinkie • platform to jump off, or. if there are solid surfaces on both sides 
of the car. It can be 'bolted on' allowing the car to retract its wheel and slide 
back and forth on the 'bridge*. This is a good way to keep your car with you if 
the platforms are too high to spring up. (Nice explanation Matt — Andy). 



Alongside the standard version, both Al 200 and 
CD32 versions will be released for £29.99. They 
will both feature enhanced soundtracks and FX, 
with the CD32 boasting decent cartoon 
animations, and the Pinkie single and video. 




What? Another chance to manage a World 
Cup team? Oh all right then. Matt 
Broughton takes part in this coveted tour- 
nament just one more time, thanks to 
Daze Marketing. Oh and for all buddhists 
out there... Roberto Baggio, ha, ha r ha! 



When we originally played 
Populous we talked about 
how brilliant it was. but 
always thought, 'wouldn't it be great 
if you actually got to see all the little 
people building their houses and liv- 
ing their lives'. Blue Byte obliged, and 
thus. Settlers was bom... 

We'd all played puzzle games at 
some point or other, but longed for 
something with a bit more character; 
enter stage right. Lemmings — about 
as full of character as they get... 

Playing Dungeon Master, with its 
plodding step-by-step, screen-by- 
screen approach, we wanted more 
realistic movement: "Here!" the soft- 
ies said, "Have Legends Of Valour"... 
(Hmmm, I think that's enough 
padding — Simon.). 

All of the above are examples of 
an excellent game concept taken that 
one step further by just that extra bit 
of thought. And if, perish the 
thought, I were to re-cycle this intro 
for another game at some point in 
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the near future, you can bet your 
dog's bottom that Daze's new foot- 
ball manager simulation. On The Ball, 
would be nestled comfortably right in 
the middle. 

And why do I say that? Well, put 
quite simply, OTB answers all the 
pleas that we games journos have 
been making for the last few years — 
namely would someone (please) pro- 
duce a football management game 
with more appeal than the average 
'looking at screen after 
screen of statistical infor 
mation' or 'being given 
the score three 
nanoseconds after 
pressing the key to 
start the match*? 

So this is it — a 
World Cup manage- 
ment sim, full to brim- ^ 
ming with animated 
graphics, beautifully 
painted static screens, and 
more player personality data than 
you can shake a Premier Manager 
game at. 

You'll need to cover all aspects of 
management, from performing 
impressively at press conferences, to 
keeping your players happy with par- 
ties and poker sessions. You can 
choose to play through all of the 
qualifying and preparations, or just 
go straight into the Cup tournament 
itself, using either the real teams, or 
making use of the editing facilities 
before hand. 

I could just keep warbling on and 
on and on about On The Ball, but the 
proof of the pudding is in the, er... 
screen shots. You'd better walk 
this way, then... Q 




C them etl actually nm 
it down to the w*rm«j 




Khan? 



en 9ls 



to 



tout 




REVIEW 



GOOOOOOOOOOOOOAAAAAAAAAAAAL! — i 

Here are just two shots of the gorgeously commentated and animated 
matches. Generally, you just see the minutes tick by, but when a particu- 
larly promising move begins, the camera zooms in to pick up the action. 
Though some of the animations start to repeat themselves after a while, 
you never really tire of them just because it makes such a nice change from 
the normal footy management displays. Groovy, huh? 
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The first thing that strikes you about 
On The Ball is its presentation; the 
static screens are excellent, and there 
are superb animations in training and 
matches. It's rare to find a game that 
has both the depth of detail that 
most management game players go 
for AND the graphic quality to make 
it interesting enough to watch, so 
that you don't just sit back and wait 
for text results. OTB is unique in that 
you really need to be familiar with t * R P K I C S 
the personalities of your players. You 
have to tread carefully around those 
with suspect temperaments, and 
humour the ones with big egos. 
There are, however two questionable 
tackles In this otherwise smooth- 
flowing game: the endless disk 
swapping, and a bit of tedium. 
Let me explain. Though for a 
large chunk of your playing 
time, the game only calls upon 
two main disks, you do start to 
get a bit cheesed-off filing 
through the other three, just to 
see a picture of you lounging by 
a pool every time you have a day 
off. This also affects the game as 
you stop troubling to check out all of the 
statistics simply because you can't be bothered to interrupt 
the game with more disk fondling. I also think an element of 
boredom starts to creep in when there are long periods 
between matches, and you have to while away the days 
watching the same old training sessions — but I s'pose, that's 
part and parcel of the management game thing anyway. I 
would unreservedly recommend OTP to anyone who 
wouldn't normally dabble with footy management games, 
although I suspect that many of the factors that make OTB 
so fresh and different will become superfluous, as you start 
to turn off the animated training sessions and little extras in 
favour of faster progress. Having previously awarded Pre- 
mier Manager 2 a handsome 90 percent, and taking into 
account OTB's depth of character development, I can offer 
OTB no less than the same. A really decent management 
game, and no mistaking. 




The A1200 version will be out shortly at £32.99, 
and features 256 colours and a hard drive install 
option. A CD version will depend on how well the 
standard sells — so CD32 owners had better start 
praying for a good result! 
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"By the standing 
stones of Kr'gath, I 
fear that Jilkrengia 
may soon become at 
one with Th'mdhe!" 
This kind of rubbish 
crops up in all RPGs; 
but, as Andy Nuttall 
finds, there's a 
decent game in Ishar 
3 as well. Thank 5ith p 
I say. 




Like the previous two episodes, 
Ishar 3's plot sounds more like 
a TV advert for He-Man and 
the Masters of the Universe than an 
adventure game. "Wohratax survived 
the onslaught and emerged victori- 
ous," it offers, obviously making up 
stupid names as it goes along. "As a 
reward for his courage to the cause 
of Evil, this last remaining Black Drag- 
on was created Lord of Sith by the 
powers of Chaos, and made immor- 
tal." Hmm... more capitals than an 
episode of Blockbusters. 

But wait: Shandar, the evil wizard 
of Ishar 2 is back, and he wants to 
take over the form of Wohratax for 
his own. "This creature that will give 
him even greater strength — that will 
enable him to inspire awe and fear in 
every living being." Apparently. 

But his plan is flawed, because 
the reincarnation "can 
only take place dur- 
ing the plane- 
tary con- 
junction 
of the 




Again, lis- 
tening to 
criticisms of 
its other games ' 
has paid off for 
Silmarils. The map 
function is no longer a white 
elephant — it actually maps out the 
locations of pubs, inns, hostelries 
and shops as you visit them. 
Strangely, though, ft marks their 
positions with coloured chicken 
drumsticks. Strange. 

two moons, the sun, and the planet 
Ishar." Blimey. Typical, eh? 

For those uninitiated in the ways 
of Grayskull, the plot in English, goes 
something like this; get to Wohratax 
before Shandar does, and slay him. 
Simple. In the previous two encoun- 
ters with Shandar, moving around 
the world and ridding it of evil has 
been (relatively) easy, but in this third 
and final part, Silmarils has brought 
in a whole new dimension: time trav- 
el. In true Terminator 2 and Quantum 
Leap fashion, at various points in the 
game you'll find a time gate through 
which you can travel to certain points 
in the history of Ishar. 



As soon as you start, this hooded 
geezer walks forward to greet you. 
Instead of pulling out a dagger and 
trying to 'stripe' you, as you'd expect 
in ish.tr s 1 or 2. he actually offers 
you a bit of advice. In fact, 
Ishar 3 is littered with people 
offering you clues to your 
quest, something which 
was lacking in the other 
games. 

Ishar 3 is built entire- 
ly upon these "plot 
points." which means 
you'll need to visit plen- 
ty of locations you may 
recognise (if you've 
f played the previous games, 
that is), and actually change 
the course of history. Get to the 
plot points at the right times, and 
you'll soon be facing Wohratax in the 
final showdown. It's real brain-twist- 
ing stuff, as anyone who's tried to 
follow the Terminator plot will know, 
and you need to wrap your head 
around this stuff before you can even 
begin the adventure. 

Like Ishar, this is the nearest you're 
going to get to a true RPG, short of 
fiddling about with a lot of funny- 
shaped dice. It follows the usual for- 
mat; you command a troop of five 
individuals on a journey through a 
fantasy landscape, thwarting evil and 
nastiness. Although the actual 
mechanics of the game are very simi- 
lar to /shar 2, Silmarils appears to 
have listened to criticisms of the first 
games and created a self-proclaimed 
masterpiece — combining all the 
great bits of their games, tweaking 
the controls and throwing in an even 
better plot. Or so it says here., 




THE APOTHEOSIS OF KITSCH... — 

...is a phrase I noticed glancing over the shoulder of some bloke on the tube 
this morning. And, after looking in the dictionary to see what it means (a 
perfect example of art dismissed as being of merely popular taste, appar- 
ently), the phrase seems more than appropriate. 

You see, people expect realism in games these days, and Sil- 
marils is going to give it to 'em. Instead of the nice artwork 
that used to grace its games, Ishar 3 has a huge line up 
of digitised characters (mostly people dressed up in cos- 
tumes) which, yes, does make it look more realistic. 
There are only four or five animation frames per char- 
acter — so the small, fluffy kitten changes almost 
immediately into a huge roaring leopard — but hey, 
that's the price you pay for authenticity. Anyway, 
these are some of the fiercest. 

Right: Spotty had been warned about 

burning the candle at both ends. 






RoooopOMIlir! Unaccustomed 
..s l am to public speaking..." 



Graham Taylor's new signings eyed 
the rest of the team hungrily. 
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The 'Rich City' is right in the centre of the first landscape Outside the) walls 
the conditions are pretty squalid — it's the kind of place where you'll get 
mugged for your cash after midnight. If you pay 4000 coins to the guard-, at 
the entrance, they'll give you a pass into the city, where you find the; top 
nobs of the era including, erm, Queen Elizabeth? Hmmrtv 




/Mart u *farry ^ 



Unlike previous installments, Ishar 3 gives you the chance to build up your 
own personal team of characters. Choose from the usual RPG range of Ores, 
Elves and Humans, and you can not only assign them names and characteris- 
tics, but also give them a face. And there's a face to suit everybody... 
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The bluebottle*, soon developed a 
resistance to Vapona. 



Botham clearly did not agree with 
the umpire's decision. 
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The key to the Ishar series to date has 
been space: room to move, land- 
scapes to wander around and get lost 
in. To be honest I always found all 
that trekking around looking for clues 
a bit tedious, so it's nice to see that 
immediately you start Ishar 1 a guide 
appears to give you a couple of clues. 
From then on it becomes a mixture 
between a Whodunit? and a game of 
Treasure Hunt as you madly search 
for the answer to the next problem. 
No doubt Ishar purists will hate the 
idea of clues, but I'd rather have a 
game which is difficult because of the 
puzzles rather than the size of the 
landscape. At first glance you could 

be playing Ishar 2 because the game I j^ayjiiiLI t"y 
engine's the same, but the new fea- 
tures which Silmarils has included 
really spice it up. For a start there's 
the Auto Map, which charts your 
progress around the lands by high- 
lighting the pubs you've been in 
(Interesting — Simon); and then 
there's time travelling. Bouncing on 
the strands of time is not only fun. 
but it means five or six different 
worlds and graphic styles can be cov 
ered without anyone batting an eyelid. Last- 
ly, instead of the hand-drawn characters from the previous 
episodes, Ishar 3 features a gaggle of digitised people stand- 
ing around in period costumes. The 'animation' of the char- 
acters would look more at home in Monty Python than a 
computer game, but the designers have conceived such a 
large number of interesting people and spooky monsters for 
you to meet that the lack of animation frames is just about 
excusable. Ishar 3 is an improvement over its prequels, but 
it still suffers slightly from the 'wandering' syndrome, so that 
the chances are if you can't find what you're looking for 
quickly, you'll give up altogether. If you do persevere, 
though, you'll discover something of a challenge — and that, 
above anything else, is what RPG afficionados are after. 
Ishar 3 is bigger, better and more attractive than its prede- 
cessors and a more than fitting end to the trilogy. 
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Like the previous members of the Ishar clan, Ishar 
3 will be making a guest appearance on the 
Ai 200. And — get this — there'll be a CD32 ver- 
sion as welll Blimey. 
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REVIEW 




With the World Cup now but a distant 
memory, the tidal wave of f ooty games 
has reduced to a mere trickle. Having seen 
B.U.B's first release, Simon Byron thinks 
that's still too much. 




THE VERDICT 



A500 



I thought that Kick 
Off 3's hasty release 
had demonstrated 
how to cash in on a 
major sporting event, 
but the inconspicuous- 
looking package which 
planted itself on my 
desk the other morning 
has proved otherwise. 
It contained Soccer Star 
World Cup Edition 
which hit the shelves 
just after Germany 
came spiralling out of the World Cup 
— a good seven weeks before you 
read this. And when you consider 
that the quotes on the back of the 
box. from reputable mags such as 
C&VG and Amiga CD32, claim that 
Soccer Star has "an unbelievable 
amount of information" and is "a 
cracking game" then you can see 
why some unsuspecting punters will 
be persuaded into parting with their 
cash. As they say. fools rush in... 

You see. lavish as the box is. it's 
only when you actually open it (hav- 
ing shelled out almost 26 quid), that 
the quality of the game you've just 
bought is horribly revealed. 

Three sheets of A4 paper and a 
disk — that's exactly what you get. 
And — yes! — one of the bits of 
paper has been printed on bofri 
sides'. No expense spared here, then. 




As you cycle through the World Cup 
you can opt to play any match, or 
wen force the computer to play 
Itself. Sadly, you have to make this 
decision for every single match, 
which means that if you're only inter- 
ested in playing England (of course), 
you have to press the joystick and 
press the space bar about a billion 
times between each fixture, 
instructions shouldn't matter, but 
come on lads — this is the nineteen- 
nineties. I think gamers have come to 
expect a bit more than this from a 
full-price release. 

And then there's the game itself. 
Okay, so it's got an overwhelming 
amount of information in it (2,200 
international players, each with 12 
separate skill ratings), has varying 
weather conditions, and lets you 
compete in the World Cup, but the 
main game — the arcade football 
armUeurish, and 
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Now I know that the quality of the downright laughable. 



For most of the time, the ball sticks to your feet, so you can per- 
form some pretty mean dribbling. This makes the game initially 
easier to play — an ideal game for beginners, then — but 
removes any need to learn how to control the ball, something 
which is always important in footy games. 




We like to think that we're a fair mag- 
azine. One that supports young talent 
as new coders take their first tenta- 
tive steps Into the big, bad world of 
Amiga games. Sadly, the program- 
mers behind this game would have 
been better off releasing Soccer Star 
World Cup Edition into Public 
Domain — that way, Matt could have 
waffled on about what a commend- 
able effort it was, and how for £2 or 
so you could do a lot worse. But, 
incredibly, someone, somewhere 
decided that the game warranted a 
full-price release, and the result Is, 
well, dire to say the least. The graph- 
ics are awful. There aren't enough 
animation frames so when, say, a 
goalie attempts a save, he just col- 
lapses in a heap, or his legs disappear. 
Playing the thing is a tortuous cxperi- ' 
ence. Passing is hit-and miss — If you 
can find anyone to pass to, that is. 
The computer-controlled players 
aren't exactly bursting with Intelli- 
gence, with most of their tackling 
attempts falling miserably as they fol- 
low your every move. A poorly 
thought-out Interface means that 
cycling through the matches you don't 
want to participate in or don't fancy 
watching is a real pain — why you can't 
just select the team you want to play and skip the rest of the 
matches, I don't know. And having to tap the space bar to 
leave one of the screens is downright annoying. I know 
it's only a little point but if a designer can't even get the 
^ menus right, how on earth can he expect to produce 
■ a decent, playable footy game? He can't, basically. 
I feel bad slagging Soccer Star off, as its obvious that 
the programmers are relatively inexperienced, but 
compared to what's knocking around at the same 
price, this really won't do at all. 
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One of Soccer Star's biggest problems is the lack of any 
on-screen players. Whenever you're in possession, finding 

someone else to pass to Is almost impossible, so the game 
degenerates into a one-on-one race down the pitch with you competing 
against whoever happens to be attacking you. Occasionally one of your 
players will wander onto the screen but. er... that's It 









No differences. No graphical enhancements. No 
CD32 version planned. No fun at all. 
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Matt Broughto 
man shrouded in 
mystery. Or so he'd 
like to think. But 
we know what he's 
been up to. Oh yes. 
So anyway, when 
this new game 
arrived which 
involves adopting a 
life of crime, there 
was only one 
person qualified to 
review it... Andy 
Nutt... (just kidding 
Matt, you're the best 
at everything. 
No really.). 







Apparently, 'crime doesn't 
pay'. Pah — what a load of 
old tosh! Of course it does. I 
mean, what do you normally do if 
you want something you can't 
afford? Well, you either sell your soul 
to one of the credit card gods, or you 
save, go-without and budget careful- 
ly, (ie don't buy your round) until 



The more you use the same car, the 
more conspicuous it becomes, simply 
because the police compile a better 
description as time goes by. Obvious- 
ly not all of us can afford to keep 
buying new cars, but a mate of mine 
does a dandy respray job at £20 a 
shout. Ooh, now I DO like this colour 
— it matches my pants. 

make contacts and acquire the tools 



finally — some time after you actual- of the trade if you're going to make 
ly wanted whatever it is — you make a go of it in your chosen profession, 
your purchase. Not for me thanks The art of the badger (or. er... rob- 



mate; mine is the way of the magpie. 

So, once you realise that ^^ga 
The Clue is an adventure ^0^^ 
^strategy/action game 
involving .1 large number ^^^L 
of thefts and generally I 
illegal activities, you IJ^K 
start to understand why 
.1 dishonourable git like 
myself has enjoyed playing ^^^l 
something this 'naughty'. 

The game's storyline is quite sim- 
ple, but it comes 'at ya' from an orig- 
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bery, as it's more popularly known). 
pbw Naturally you begin with 

! small-time stuff, turning 
^ over ice cream huts for 60 
A quid etc, but you'll soon 
B have the necessary dosh 
J I to graduate to bigger 
f and better things such 
W as jewellers, stately 
homes and even, if you're 
very clever, some of London's 
great museums. 

The game progressively introduces 



inal angle. It's 1994 and you're being the tools of your shady trade, tempt- 

laid to rest in a grave, surrounded by ing you with juicier and juicier appli- 

friends and family. What follows is a ances. to pull-off bigger and bigger 

sort of autobiography, told by an 'capers'. Vou will also need to hire 

older version of yourself. Of course some skilled accomplices from the 

the interesting thing is that you actu- underworld as 'jobs' get more and 

ally invent your own history as you more complicated, 

play the game, and the narrative I can imagine that some people 



play the game, and the narrative I can imagine that some people 
accommodates your 'activities' might complain that The Clue is 
smoothly, as if it already knew what teaching the kids' things they 
you were going to do. shouldn't know, but at the end of the 
Come with me now, back to the day, (Brian) despite the subject mat- 
's. 1950's. You arrive at Victoria Sta- ter. it's only a game. (But of course 
\ tion. a young man with his way Harry is still quite, quite outraged in 
I 1 to make in the Big City. You must a 'miserable old git' sort of way). • 



Once you've fully investigated the location, it's time to sit down and 
draw up a plan. This Is taken in two stages, with the first part being a 
simple 'blueprint' showing who will work the job with you, who will 
drive, what car will be used, etc etc. It s also a good time to review what 
skills your team have, and what equipment is likely to be needed. 




tine M;M;3i m. 



Stage two is a sort of game in itself, with you moving your gang around a 
simplified representation of the target building, and telling them where 
and when you want them to perform certain actions. I'm busy disarming 
the alarm system, while Margrete Briggs (who's a bit tasty with locks) is 
sorting out the cash box. Serge (bottom right) is the fighter of the group, 
and he's busy giving the guard a free sample of a new fragrance called 
'Chloroform'. Once you've programmed all of the team's moves, you can 
save the plan, and either execute it when the real burglary is performed, 
or later review and amend it. 
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When planning a job, you need to 
nk about how far away the nearest 
police station Is. This part of the 
vestigation screen shows you how 
near the cops are (shown as a time 
allowance) along with a rough esti- 
late at the likely value of 'goods' on 
offer here. My accuracy is only 17 per- 
cent, so in honesty you wouldn't 
want to take this info too seriously 
until you've spent a bit more time 
caging the joint 
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One of the first things that happens to you in The Clue, is that you earn 
yourself a year's free cab rides thanks to being their millionth customer. This 
is jolly handy as it's the only way to travel between locations. Once inside. 



> oeing tneir millionth cusl 
avel between locations. Once 
simply highlight the location required, and away you go. As the game pro- 
gresses, and you make more contacts and/or complete more jobs, new loca- 
tions appear on the list allowing you to move up from humble newsagents 
to the likes of the Bank of England. Lummy! 




Wa-hay! Here we are slap bang in the middle of a heist. As you can see. the 
graphics are a tad more interesting than during the planning stages, with all 
the paintings, alarm systems, safes etc adequately represented. Frank has 
just chloroformed the guard in the doorway, while I've disabled the alarms, 
allowing my gang to nick the statues and make a start on the painting 
I'm just about to blow the box next to me, which controls the 
searchlights in the next room (you can just see the circle of light here). 
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Once you've 

preparation as far as investigating the building goes. Firstly, you 
engage your patience, and stake out the joint noting down such th 
when the staff arrive, when the place closes for the day. and — most 
importantly — the frequency of police presence. 
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, to one hundred percent, you can 
actually enter the building and examine it in higher detail. This is repre- 
sented by a simple plan, allowing you to examine anything you fancy, 
from the chairs to the priceless display cases. This is invaluable inform 
tion, as it shows you where to concentrate your efforts, how the alarm 
\ systems work, and where the guards patrol most heavily. In later build- 
\ ings this really becomes a major game of strategy, I can tell you. 




You'll be glad to know that the screens not only look attractive, but are actu- 
ally accurate to the location. If there's one thing I hate, it's seeing something 
on the screen that then 'doesn't exist' when you try to go there. Anyway, I'm 
off down the 'Walrus and The Vellow Shades' because they've got a top notch 
band playing some great tunes. Let's rock! (You're pathetic Matt. I bet you 
thought no one would notice — Klai, KRAPAI more like — Simon.). 
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of those are small fry. Here I'm just about to cheek out a local antique 
but in honesty, by the time I've split any takings with the driver (you 
way accomplice) I don't expect to get more than a lew 
the job. It's still worth doing though, because success 
larger and more profitable locations on my list. 
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Vou won't get very far with just your bare hands, and once you get to some 
of the larger buildings you really are going to need some tasty equipment 
just to get in the front door. Fortunately the local tool shop has everything 
you could possibly need, and the woman is more than happy to explain 
what's on offer. Some of the tools need a degree of skill from the user, and 
this is where you need to select your accomplices carefully — unfortunately, 
the better their skills, the more they charge. Ho hum. 





CD32 
A5/600 



The standard non-AGA version will be released at 
the same time, with four disks of 'not-quite-so- 
pretty' graphics, but still damn good fun. There's 
also a CD32 version on the go, featuring over 
forty five minutes of speech! Can't wait! 
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Now why hasn't someone thought of 
this before? It's a brilliant idea, and 
everybody loves to steal (er... I think 
your judgment might possibly be 
clouded by your own twisted ideals 
here, mate — Simon). I don't think 

that The Clue could have been exe- 
cuted in a better way, combining an 

original game idea with familiar con- 
trol systems (ie the graphic adventure 

meets Laser Squad). You need to 

spend just the right amount of time 

wandering around, talking to people 

and gathering information, before 

getting down to the nitty-gritty of 

planning each raid and, well, going 

through other peoples' drawers, real- 
ly. It doesn't take long to get into the 

swing of things, and once you've 

made enough money from petty 

crimes, you can really get into some 

serious illegal activities with all the 

superb toys on offer. Initially you find 

yourself having to avoid anything too 

big — leaving safes and settling for 

the odd painting, or a wad of easy 

cash — but once you get yourself a 

few decent mates and a car-load of 

tools, you'll find yourself cutting 

through anything that stands in your way. 

The learning curve is spot-on, and you'll soon get used to the 

different aspects of planning and strategy, not to mention 

making things difficult for Johnny Pig (you mean the police, 

yes? — Simon). The best part is the planning (which can be 
W saved and re-run to check fine details) and then going into 

m the burglary, running the plan, and sitting back while 
| , I your outfit does its best to make you a fortune! Okay, 
v so the graphics aren't the most stunning ever, but the 
sound is pleasant with some snappy tunes, and the thing 
just really works well as a whole. The police are niggly 
enough without being a pain, and the game only introduces 
real problems when you're experienced enough to deal with 
them. I appreciate that this might not.be everybody's cup of 
tea, but I've had an excellent time playing it, and I would 
recommend it without hesitation to anyone with an ounce 
of kleptomania in their souls! 
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As is always the way, 
just when you least 
expect the unexpect- 
ed, something you 
didn't expect, er... 
happens. 

Unexpectedly, this is 
a very long-winded, 
and rather 
uninteresting 
way of telling you 
that Matt and Andy 
have been busy 
reviewing A1200 and 
CD32 Updates. Right. 
Anyone interested in 
stamps? I've got a 
really good one from 
Ivory Coast. 





The armchairs completed their pin- 
cer movement as soon as Mike's 
back was turned. 




DARKSEED 

CD32 # Cyberdreams • £29.99 

This is. indeed, a glorious day. For as 
we speak, I hotd in my mortal hands 
the first ever Amiga talkie' game. 
Now we can hold our heads up high 
and laugh at our PC chums every 
time they produce some all-singing, 
all-dancing graphic adventure, 
proud in the knowledge that, per- 
haps one day, we too will have 
exactly the same game 
— only more cheap- 
erer, with any luck! 

The not so 
good news, is 
that the game 
is in fact Dark- 
seed, in my 
view a relative- 
ly average 
graphic adven- 
ture that 
appeared last year, 
and only really made 
any impact because of its 
artwork, inspired by and collaborat- 
ed with the fantasy artist H.R. Giger 
(Alien bloke, ya know). Some of our 
rival mags gave it marks in the sky 
(I.e. 90 percent plus) while we gave 
it a fairly low eighty. Apparently, I'm 
just about the only person that isn't 
really impressed by Darkseed, 
though, and the accompanying 
packaging tells me that the game 
actually won the SPA Excellence in 
Software Awards for 'Best Fantasy 
Role Playing/Adventure Game'. Of 
course, chances are (and this is only 
my guess) they only gave it an 
award because they wanted to 'get 
off' with Mr Giger. 

The game itself centres around a 
fiction writer called Mike Dawson 
(named after the game's designer) 
who buys himself a large Victorian 
house in a secluded village, hoping 
to find a peaceful retreat to practice 
his art in. Man. He can't believe his 
luck when he manages to buy the 
gaff for <> song, not to mention com- 
pleting the contract and moving in 
in the space of a week. Anyone 
who's been through the 'fun game' 
we call moving house, will notice 
something a touch fishy about this 
particular business, but not old 
Dawsy — he's over the moon. 



The old house pointed out to 
Gabriel that he was being fol- 
lowed by a small white cross. 




Darkseed... 
fortunately the spi- 
der-crabs had 
offered to squeeze 
Mike's zits. 

At this point, we 
have an advantage 
over the aforemen- 
tioned Mr Dawson, as 
the game's intro shows 
what happens to him 
when he falls asleep for the 
first time in his new home. Basically 
— and this is all very disturbing to 
watch — a huge alien-type thing 
peels Mike's head apart and, well, 
sort of introduces an embryo, er... 
'up him*. 

It transpires that your 'luuverly' 
house is in fact a gateway between 
two worlds. One world is our own, 
generally referred to as normal — but 
then again look at Bonny Langford 
and tell me that's 'normal' without 
your face cracking. The second is the 
Dark World; constructed from Giger's 
artwork and including some of the 
weirdest biochemical creations you're 
likely to see in a computer game. 

All you know is that one morning 
you wake up with a splitting 
headache, and need to sort yourself 
out quite quickly. The race is on; can 
you find out what's happening and 
destroy the portal before the alien 
whatsisname splurges out the front 
of your face? Probably not, but 
there's no harm in trying. 

The first and most obvious thing 
to note here is that we're playing on 
a CD. This enhances the game quite a 
lot just by alleviating the need for 
constant disk swapping (a boon to 
any graphic adventure), but also 
introduces the all important speech 



possibilities. Mike possesses a fairly 
bearable American accent, and 
although it tends to change quality 
(appearing to have been recorded in 
a different studio every now and 
then!) it adds to the individuality of 
the game. You also have various in- 
game characters to deal with, all 
complete with their own voice 
(although some are a bit OTT) and of 
course the strange Dark World crea- 
tures groaning at you. 

It has to be said, the music is 
tremendously annoying, and the 
options provided only allow you to 
have all sound on or off, with no pos- 
sibility of FX on their own. 

The graphics are quite tasty, with 
digitisation all over the place and 
though Mike's animations have too 
few frames to be really outstanding, 
they do at least make a nice change 
from the usual fare. 

The puzzles in the game are just 
about average, with nothing overly 
surreal or on the other hand too obvi- 
ous, but my major criticism is that 
events in Darkseed are all time relat- 
ed. This means that you could be 
barking up the right tree, just half an 
hour too early. This leads to a very 
'trial and error' lead game, which I 
personally find unrewarding. Even 
using the hints and tips book (filthy 
cheat that I ami) it's still not the eas- 
iest thing in the world to complete, 
because there's so much emphasis on 
you being in the right place at the 
right time. 

So what can I say? It's ground 
breaking stuff, but that's more down 
to the inclusion of speech than any- 
thing else. Still, as Howard Jones said, 
things can only get better... [MBJ 

OVERALL: 79% 





UPDATES...UP 



WEMBLEY INTERNATIONAL 
SOCCER 

A1200 • Audiogenic • £25.99 




Now look, I don't want to seem 
mean or anything, but I really don't 
like Wembley Soccer. In its CD32 
incarnation I gave it 59 percent, 
which I think is a completely 
deserved mark, but then other mag- 
azines rated it very highly. So, being 
human and all, I began to "look 
inwardly," if you like, and ask myself 
if it was me or the game which was 
at fault. And the outcome? Raspber- 
ries to the other mags, I say. 

Now, I'm not arrogant enough to 
think that what I say goes, and every- 
body else is wrong. So, I played the 
A1200 version with a completely 
open mind, imagining that all the 
criticisms I levelled at the CD32 ver- 
sion wouldn't apply to this one. 
Sadly, this just isn't the case. 

Except for the lack of CD-quality 
music, Wembley A1200 looks and 
plays identically to its bigger, shinier 
brother. It has the same problems, 
which in case you missed them last 
time round. I'll run through again. 

Even with an attacking formation, 
there is often just one striker upfield 
with no backup, like that Tommy 
Coyne out of the Ireland team. A 
superb route-one pass to that lone 
striker will invariably end with him 
heading it either to an opposing 
defender, or out for a throw-in — 
giving you no real control over either. 



If the referees are not too harsh — 
even the ones with hair — then it's 
because there is no way of judging 
tackles. If you go in for the ball, the 
chances are (apparently random) that 
you will foul your opponent. When 
that happens you could easily pick up 
a yellow card, even if there was no 
intention of foul play ! Arggggh! 

I will say one thing in Wembley's 
favour, though; it's a lot easier to 
control with a joystick than with the 
CD32 controller. Some of the buttons 
are emulated by keyboard keys, so 
that can be a pain, but it's infinitely 
better than using that damned pad. 

I think the basic problem is that 
Audiogenic has perhaps moved a bit 
too far towards the simulation side 
of football. In many ways it's quite 
accurate — if you screw your eyes up 
and turn your head on one side, you 
could almost be sitting in your living 
room watching the goggle-box. But 
accuracy pokes a stick in the bicycle 
wheel of fun, and, hell, that's just not 
what I'm looking for from a footy 
game. [AN] 

OVERALL 59% 



City's goalkeeper 
was distracted by 
the defender's 
appeal to Mecca. 



Kid Chaos. ..The Aspen proved a surpris- 
ingly reluctant dancing partner. 
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on gob- 
were woefully inadequate. 



KID CHAOS 

A1200 • Ocean • £27.99 



What can I say? It's 
only a couple of weeks 
since I was reviewing Kid 
Chaos (or 'Kid Vicious', as it was then 
called) on the A500, which was prob- 
ably the cleverest platform game 
ever. Great gobbets of parallax, tons 
of colour and unparalleled speed — 
indeed, some people are already call- 
ing it the Amiga's answer to Sonic 
{the console game). 

The A1200, then. Normally we 
expect programmers to add in things 
like parallax and a million colours in 
to A1200 conversions, but in this 
case they were there already. So, it 
should come as no surprise that 
Magnetic Fields hasn't really done 
much to improve the game which is 
already, er, excellent. (Hey. I can be 
sycophantic with the best of 'em.„) 
Actually, there are several 
improvements, but you really need 
to run the two games side-by-side to 
spot them. There are more colours, 
obviously; so you get differently- 
coloured flowers and things, and the 
graphics look brighter and more 
defined. The scrolling and the move- 
ment of the enemies is smoother. 



but frankly you need good eyes to 
notice (so how come you clocked 
them, you boggle-eyed cheese-on- 
toast merchant — Simon.) , and, er, 
that's it. 

So now I sit, looking at this new 
Kid on the block, and wondering 
what the heck to say about it. It's an 
incredibly good-looking, very 
playable game, but it's already been 
done before on a lesser machine — 
so this version loses its sting. Let's 
imagine for a moment that the A500 
game had never come out: this 
would be rave material; and I, along 
with many others would touch its 
pants and award it a high mark. With 
the A500. though, the programmers 
raised the standard, and now we're 
looking for a bigger fix. 

But. hey — let's not be cynical. If 
you haven't seen the A500 version, 
then buy this and you won't be sorry. 
It's two quid more expensive, sure, 
but once you've got it you can bask 
in the knowledge that you own one 
of the Amiga's best and probably the 
most-technically-clever platform- 
ers. Mmm mmmmm. [AN] 

OVERALL 87% 





We've had a strange bloke in the office for the past two weeks. To keep him quiet, and 
humiliate him into the bargain, we gave him these Replays to write. Unfortunately for us 
David Wiggins has reviewed them rather well, so in order to make damn sure he never 
works in this industry again, we've hidden a very rude word in his copy. So long Dave... 



ARCHER MACLEANS POOL 

THE HIT SQUAD 

£14.99 



Using the same 
game engine as 
Jimmy White's 
Whirlwind Snooker, this 
follow-up game is the 
best Snooker/Pool/Bil- 
liards type game on the 
market to date. Admit- 
tedly, it is basically the 
same as its predecessor 
but this time you get a 
lot more game. There's 
three different types of 
play, the British and the 
two U.S. rules. There are 
also loads of computer- 
controlled opponents to play, or you 
can even get your mates round to 
play in an eight player tournament. 
There's also "fully interactive televi- 
sual display" which basically means 
you can view the table from any 
position you desire. 

The game couldn't be better, with 
more controls than any self-respect- 
ing pool shark could wish for. You've 
got total control over ball-spin on 
the ball, direction and how hard you 
want to hit them. Ooer! 

The graphics are as good as can 
be expected for this type of game 
with very smooth animation and 
rather amusing faces appearing on 
the balls when they get impatient of 
waiting for you to take your shot. 




fcr Touchdown! 

The sound, though limited, is 
well done, with the occasional 
cheer from the 'audience' when a 
particularly good shot is played. 

The Trick-shot editor provides a 
distraction from the main play. Here, 
funnily enough, you have the option 
to set up a trick shot all of your own 
a la John Virgo, which you can then 
save and impress your mum with 
later on. 

If you have Jimmy White then 
maybe this isn't worth buying due to 
their many similarities, but if you do 
not already own Archer s previous 
"coloured balls-on-a-green-table" 
game, then this is an essential buy. 
especially at its low, low price of 15 
new poundingtons. 






Balm refused to lake the 
door's suggestion seriously 



CADAVER 

US Gold Kixx XL 

£12.99 

In its day. Cadaver was the 
best RPG around. Today it still 
bares up respectably against 
games of this genre. You play 
Karadoc the dwarf (of course!) 
whose mission is unknown — 
great help. You start out in a dun- 
geon, so my guess is that you 
have to escape. God knows how 
you got yourself locked up in the 
first place but I shouldn't lose 
sleep over it if I were you. Play 
takes place in a 3D isometric 
world and is controlled by joy- 
stick. Wandering around, you 
have to utilise any objects that 
you come across in order to pro- 
ceed. Of course, no good role* 
playing-game would be complete 
without a rucksack in which to 
put all of your beloved findings 
and, of course, food. 

Luckily for those of you who 
find the standard adventure 
quite boring with all the spells 
and stuff, this game is instantly 
playable as an arcade game, 
although some strategy is 
required to solve the various puz- 
zles that hinder your progression. 

The graphics, in true Bitmap 
Brothers style are quite chunky, 
solid and metallic and all er... the 




Thorin realised that the damp 
course needed attention. 



other things you've come to 
expect from the creators of some 
of the best Amiga games in its 
history as a games machine. 
Okay, so they've had some duff 
game. {Magic Pockets for exam- 
ple) in their time but this isn't 
one of them. 

The gameplay, for an adven- 
ture, is fairly smooth and the 
action flows along nicely. There 
are loads of things to keep you 
busy once you get past the first 
few sections and although the 
game does get a bit repetitive, 
it's certainly a game you will 
return to again and again. The 
"save game' feature is definitely 
needed as the Cadaver is of a 
considerable size, especially since 
an extension disk has been added 
to the package for budget 
release! Wow! 




HITS FOR SIX VOL.6 

PRISM LEISURE 

£25.99 



I just wanted to put "Hits for 
Six Vol 6 is crap" —but they 
wouldn't let me. They said 
they needed more words. So here 
they are. The first of a new batch 
of Hits for Six compilations, this 
one is no worse than any of the 
others - it's no better either. 

Silent Service 2 is by far the best 
game in this compilation. It's an in- 
depth strategy sim based around a 
fleet of submarines trying to sink 
ships. If you're not into very intense 
strategy games this this won't be for 
you, but it is a very good game (hon- 
est) and the only reason for buying 
this compilation. Be warned, though, 
there's a lot of reading to be done if 
you are going to make the most of 
Silent Service 2. 

Graeme Souness Soccer Manager 
is, as the name would tend to sug- 
gest, a football management game, 
though not a very good one. There 
are quite a few options at your dis- 
posal but what the game does could 
be done better, and has been by 
other managerial games. 

Maya is a very shallow adventure. 

Based in the jungle, 
you must solve 
the murder of 
an archaeolo- 
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The petttes pois were mating again. 



Planet Earth had attached itself to 
Dorigo's knee... 

gist. The best bits are the sections 
when you must drive between vil- 
lages trying to find more information 
about the death of the scientist. And 
even they aren't very good. 

Not content with boring us with a 
football manager game, World Crick- 
et is an even worse cricket manage- 
ment sim. There are a few options 
like selecting players and altering the 
length of a tour but that's about it 
There really is nothing to it. 

Stormlord is a very tedious, repet- 
itive platform shooting type game. 
Your task, as the Storm Lord, is to 
restore tranquillity to a once peaceful 
land by rescuing the fairies that have 
been captured. A message is given to 
you from 'Rose the fairy" (?) and from 
then on the game gets very boring. 
Wits for Six Vol.6 is crap. 




As Am) swept, the ball exploded into an attractive set of coasters 



Hits for Six Volume 7 is the 
seventh (no!) compilation 
in the range currently 
being released by Prism Leisure as a 
way of rehashing old classics, some 
of which were hits in the eighties 
on the Amiga and the C64. 

Special Forces. "An action- 
packed simulation" it says. Hmmm. 
That's debatable. Get a team of sol- 
diers together with some weapons 
and food and run around shooting 
things in this army game. The 
graphics are, in a word, limited. The 
jungle's green, the desert's yellow. 
Imaginative, eh? It's not a bad 
game but not a good one either. 
How about, distinctly average? 

3D World Boxing is another 'not 
very good game'. The controls are 
sluggish. The graphics are crap and 
your opponent always has more 
energy than you do. 3D? You can 
walk around the ring in circles, just. 
Big deal. 

Another no-hoper comes in the 
shape of Blade Warrior. — a very 
poor beat-'em-up. It must have 
been made in pre-colour days as 
Blade Warrior appears in just two 
colours: black and a bit more black 
with some white bits mixed in for 
good measure. Oh dear... 



Immediate- 
ly, the big 
number 9 
closed in for the 

kill. 

Millemiglia is a racing game 
based on some poxy automobile 
race from ye olde days. A few 
options at the beginning are the 
best thing about Millemiglia as the 
graphics are poor, the tunes are just 
plain annoying and they left out the 
gameplay in the conversion from 
the C64. 

Windsurf Willy - the title says it 
all. It's not funny. It's a wind surfing 
simulator with poor graphics and 
little else. All you need to do is per- 
form a few jumps and tricks to get 
points and... er... that's it, really. 

Because you are a little green 
btob, your task is to climb up a 
series of towers. That's Nebulus 
that is. Platforms and small lifts are 
the only way of achieving your aim 
and you are constantly hindered by 
other little aliens trying to stop you. 
This was very popular in the late 
80s but is now showing its age 
even if it is still fun to play. Just. 




HITS FOR SIX VOL.8 

VARIOUS 

£25.99 



I was unsure what to expect from 
this compilation when [bum — 
Simon. I I realised that I hadn't 
heard of most of the games con- 
tained within its cardboard box. 
Railroad Tycoon was the only title I 
could remember. I mean, who's 
heard of Targhanl I thought not. 

Remember Railroad Tycoon, the 
game which not long after release 
was superseded by A-Traint This 
may be the best game on offer here 
but that is nothing to boast about. 
It's still bloody dull. 

I was pleasantly surprised by 
International Tennis. Though there 
aren't too many options, this game 
offers something none of the others 
in this pack do; gameplay. You can 




match yourself 
against the 
computer, or 
with up to 
three friends in 
singles or doubles 
matches, and each 
player has his/her own 
world ranking. 

A poorish management game is 
all that Football Manger World Cup 
Edition has to offer. A football man- 
agement sim needs options. This 
game has too few. It also needs 
some half decent graphics. This 
game's graphics are crap. Having to 
watch every match in your group's 
qualifiers is really very boring 
indeed. 'Nuff said. 



The press conference had 
faded even at today's lower 
temperatures. 

Targhan. Another sad game. As in 
hundreds of games of this type, you 
walk along, sword in hand. Press fire 
when you see anything that moves. 
Simple. Even fab graphics wouldn't 
have saved this dreadful game, so 
it's a good job it doesn't have any. 

Big Game Fishing. Sounds promis- 
ing, I don't think. The aim of this 
game is to catch fish. You buy some 
tackle, some fuel for your boat and, 



of course, a rod, and off you 
go. Plot your course then 
leave the game for a few min- 
ute> A screen then appears 
telling you how many fish 
you've caught. The bigger the 
fish, the more points you get. 
'II have more fun reading 
manual. In French. On the 
toilet. In the dark. 
Netherworld. At last — the final 
game. I thought "It's got to be 
good". Nope. Control a little space- 
ship in a horizontally scrolling shoot- 
'em-up. There's nothing to shoot at 
but a few bubbles. There's nothing 
to collect except green diamonds. It 
says in the manual its taken three 
years to plan this expedition. Oh 
dear. I could have programmed this 
crap in AMOS. 
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COMPETITIO 




Ruff *n' Tumble w 
demo and you 
could win a day Lm 
playing Quasar, 
courtesy of Renegade! 




uff 'n' Tumble, eh? 8e$t plat- 
form game ever? Simon 
thinks so. but don't take his 
word for it — grab yourself a 
little look at our exclusive coverdisk 
demo. Running, jumping, shooting and, 
er, looting, that's what it's all about — 
Ruff Rodgers is one tough cookie, and 
we're giving you the chance to be just 
like him for a whole day! 

You see, Renegade is giving away 
f 100 worth of vouchers for you to use 
in any of the hundreds of Quasar cen- 
tres all around Britain. Quasar, in case 
you have been marooned on a desert 
island or locked in the cellar for the past 
year or so, is a craze sweeping the 
nation which involves you running 
around a dark, smoke-filled room firing 
lasers at other people. It's good, clean, 
hi-tech fun, and it's normally pretty 
damn expensive. 

But, if you win our competition, you 
could spend up to 10 hours playing 




against people 
you don't know, 
or you could take 
a friend in and play 
for five hours each. 
In fact, if you're really 
popular you could take nine friends in, 
and all play against each other for a 
whole hourl But of course, to do this 
you need lots of friends. 

Now, there is only one £100 prize, so 
Renegade has generously stumped up a 
shiny silver Air Blasters Thrasher gun for 
the runner-up, which is spookily similar 
to the one which Ruff himself actually 
uses in the game. Except that it fires 
sponge bullets instead of electric death, 
of course. Because that would make a 
mess on the carpet, and get you in trub 
with your mum. 

But whatever you win, if indeed any- 
thing, you're sure to have lots of bril- 
liant blasting fun. So read on, play on, 
and, er, enter. On. Hurrah! 



HOW TO ENTER 

To stand a chance of winning either the vouchers or the gun, you 
first have to play our coverdisk demo of Ruff 'n' Tumble. Mess 
around with it for a while, get used to the controls and all that, 
and then get down to some serious action and try to finish it without los- 
ing any lives. It's only one level, but it's a big one and it should take you 
some time to complete. 

To enter the compo, you need to have six lives remaining when you 
complete the level. You begin with only two lives, so that means you have 
to collect four more from somewhere — and if you read Matt's (excellent. 
I'm sure) instructions in 'Boot Sector" I'm sure you'll have no trouble get- 
ting them at all. Probably. Oh. dear... 

If you finish the demo with six lives remaining, you'll be given a code. 
Write the code down on the back of a postcard or stuck-down envelope, 
and post it to:'Treat me Ruff Compo', The One, Priory Court, Farringdon 
Lane. London EC1 R 3AU. Entries which arrive later than September 28th 
1994 will be burned in accordance with ancient Druidic tradition. 

Remember: you must have six lives left (that's a big '6' in the top left- 
hand corner of the screen) when you complete the level to get the code. 





THE RULES (1) No employees of EMAP or Renegade may 
take part In this competition. (2) Only residents of the UK may 
enter. (3) The Editor's decision is final, most definitely the last, 
oh yes. (4) Any soppy gimp we get on the blower whining that 
they can't find the code can expect a torrent of abuse in return. 
So don't do it. 
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Clockwiser is an infuriating, addictive, 
un-put-downable puzzler with over 100 
levels of mind-bending fun. It comes 
complete with its own puzzle editor - 
its a package which really lets you 
get your own back! 



Move 'em around, beam 'em up, blow 'em 
to bits (carefully does it!) cope with self- 
generating diamonds and much more 

Available for Amiga / Amiga AGA / CD32 / 
PC (DOS) / PC (Windows) / PC CD ROM 



flASPUTIN 



Marketed by Kompart (UK) 

5;pSn ee Kem BR6 6BJ Phone: 0438 - 840004. 





k u n i- 



September feels The 

• 

One's mulberry-wood 
forklet pierce the 
skins of our summer's 1 
fruit. Games sigh gen- 4 
tly as our prongs slide 4 
through their pith and! 
kiss the knobbly ker- 4 
nel at each heart. Out 4 
to Lunch makes a 4 
delicious seasonable 4 
starter and Valhalla is 4 
baked in a savoury 4 
tart. James Pond 3 i 
provides the garnish, 
and the feast is 
washed down with a 
flagon of sparkling, 
vintage Kings Quest 3 



Level 1 

Shake the olive tfees at the top of 
the screen by jumping on them to 
get loads of olives. These will stun 
you if they land on you but they also 
stun everything else. Keep bouncing 
on the trunk until the golden olive 
appears, capture it and a door will 
open to the Greek ruin level con- 
taining lots of goodies and a one-up 
at the top. 

Level 5 

Head to the top of the screen. Find 
the flambe and use it to light the 
highest piece of ancient Creek pot- 
tery — like lighting the Olympic 
torch. A door will appear and you 
can enter the fruit bonus level. 

Level 6 

This is where it gets nasty. Find the 
aubergine that has the gold medal 
around its neck and kill it. A door will 
appear leading to the level of cakes, 
sweeties and 



one-ups. 






w West Indies 

= Level 4 

if^L Dash to the top of the screen where >■ dooi is waiting lor you It 
ll^A will stay open fot 1 2 seconds so gin a move on It leads to the 
I^B secret coconut level with falling coconuts and lots of goodies. 



Switzerland 



Level 3 

Ring the line of bells from left to right and a snowflake will drift 
Bljr ,f om the top of the screen to the bottom Catch this by running 
Ht/ in to it A door will open near the top of the screen leading to the 
secret bank vault. This contains a sale which can be jumped on to 
r release money: the more you jump on it the more you get. A one-up can 
be found to the right of the safe. Jump off the sate and hit the open safety 
deposit bos containing the scroll to release the one-up 

Level 6 

As in level 3. ring the bells in the correct order to make the snowflake appear 
The correct order is; bottom left, top right, bottom right, top left, middle right. 
Catch the snowflake to open a door to the fruit bonus. 

Level 8 

A cuckoo clock appears in the top right hand corner every 1 5 seconds Stun 
the cuckoo with a floui bag Once stunned, capture the birds circling the cuck- 
oo using the net A door will then open inside the clock. Break the cuckoo's 
egg by jumping on it releasing the flying clocks. Capture then using the net 
tor five extra seconds per clock. 




China 

Level 3 

Run through the maze right to the very top to get through the dooc leading 
to a large pagoda and lots of goodies including a one-up The door will disap- 
pear after 20 seconds. 



Level 7 

Collect three bamboo shoots and deposit them in the cage before anything etse 
Rush to the secret teleport found behind the large square blocks m the nwe 
just to the right of the clock. You will be sent to the top and the dooi is just a 
jump to the left. You will be transported to the Chinese plate spinning room 
Keep all plates spinning by jumping through them Keep them 
going for 1 5 seconds to get a one-up. 



Level 8 

Light all the lanterns by jumping up from beneath 
them. Be quick as they go out and they must all 
be lit at the same time for the door to appear I 
The door is right at the bottom left hand cor- J; 
ner on the platform just above the ground = 
Use the hidden spring in the ground or jump 
on a vegetable to reach it. 
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which takes you to the top left 
corner of the screen. Drop down 



France 

Level 1 

Collect the onions and deposit them in the cage These must be the first things 
you capture. The door to the secret goodies level appears in the bottom left 
hand corner. 

» 

Level 5 

Run very fast from the start left and up the slope Ignore the door as you can't 
reach it from here. Jump up the slope that runs left to right above the door. 
Keep climbing until you reach a teleport which takes you right to the top. Fall 
down the glass tube below it and go left into the door. You only have 30 sec- 
onds to do all that. 
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TOMBS OF EGYPT- 

Double Trouble 

Get the silver key on the right and 
open the door Get the gold key on the 
right and release the lumping guy. 
then jump across the moving platform 
and stand on the red button until the 
man has got past the sliding door 
Collect the gold key to the right of the 
ted button and release the man. Now 
get the silver key and open the door 
on the left. Pick up the gold key above 
the Merry Man and release the jump- 
ing guy Follow him and. when he 
slops, throw him up onto the platform 
above Repeat the throwing sequence 
so that he picks up the cog and (licks 
the switch Go lelt across the monkey 
bar and flick the switch then pick up 
the key. Release the little guy and help 
him get up to the top platform Now 
go to the exit via the monkey bar 
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You begin as a simple slave. 
Think like a slave and act 
accordingly If you are to ever 
escape the wizard's evil clutches, you 
will have to use stealth and guile Keep 
your own counsel, and don't get caught 
even thinking of escape! 

WIZARD'S ABODE 

Carry out all Ihe Wizards tasks then go 
to the kitchen Get the knife, spoon. 
bowl, fruit, mutton, and bread, then 
head south to the dining room and get 
the cup. Head west and you're back at 
the entry Go up the stairs and east This 
bed chamber is a safe hiding place Take 
everything and move into the Kali Look 
behind the tapestry to see the threat 
Go west and you are again at the head 
of the stairs The Wizard is leaving 

Walk north to the master bedroom 
Open the drawer and take the mirror 
look behind the clothes in the closet to 
find a map Close the closet and take 
the key on lop of it Open the dresser 
and take the vial of essence. Head south 
then up the stairs to the observatory 
look Ihruugh the telescope and then 
return downstaus to the first floor 

Proceed north to the study and open 
the cabinet . examine the books and try 
moving them lake the wand, move the 
lever and go down the stairs, making 
sure that the cat doesn't trip you up 

In the laboratory look at the book 
and the shelf and then gel the six ingre 
dicnts. Go back up stairs into the study. 

Close the trap-door and leplace the 
book and the wand. Go south twice, 
open the gate and get the chicken 
feather Head down the mountain and 
make sure you save the game here. 
Once at (he bottom, head west, get 
your mirror out to show Medusa 
when you travel west again aU 
and turn round Bear south ^Hfl 
and get the cactus Go 
south twice and (jet the g 
'.nake skin Steer easl and 
pick up the eagle s feather 5^»'^fi( 
when he flies past Take the WHLftfl 
mud from iih tl • > 
and continue east. Keep 
going eastwards to find .1 coast 
line. Head north along the coast 
and get some water. Go north again, up 
the ladder and then west 

Wjlk to the store and stroke the dog. 
Leave and head south. Examine the 
trees and take the mistletoe, then head- 
off west Break into the house and 
climb the stairs. Open the drawer, grab 
the thimble, then leave. Go outside and 



look at the flowers Take the dew and 
set off west once again, then north. 
Save the game Put your hand in the 
hole Ascend the ladder and steal from 
the robber Snaffle his purse and look 
at the map. Point to the village and 
return to the store. 

Look at the shelf and buy salt, lard, 
lish-oil and an empty pouch. Save the 
game and head back to the mountain. 
Open the door and go upstairs to your 
room Drop all your stuff and hide it 
under Ihe bed Grab the fruit and 
return downstairs Stand and watch the 
Wizard as he eats and then go back 
upstairs to check if he's taking a nap. 
Go easi to your room. Pick-up the cat 
and the cat hair then get everything 
from your room. 

Race downstairs into the study and 
open the cabinet Taking the wand, 
close the cabinet and open the trap- 
door Hurry down the stairs to the lab- 
oratory and walk lo the table. Open the 
book to page II Read liom the book 
and follow the steps carefully Step 2 
must be to put the dog fur in the bowl 
since you have both Read the last 
incantation and wave the magic wand 

Open the book at page IV and follow 
the directions exactly Open the book 
ai page XV and begin the spell Follow 
the instructions and wave the magic 
wand Look at the map and point to the 
bottom of the mountain. Go east and 
then north to the cave. Dip the eagle 
feather in essence and fly into the cave 
When the spell wears off the web will 
have been torn to shieds. Entei the 
cave and the oracle reveals your fate 

You need three dried acorns to fin 
ish the spells. Head for the desert and 
then west across the stream Go west 
again and then north 
KjKVjI^gw twice then east to 'he 
Cottage of the 
Three Bears 
■j^k When 
Ejff j leave, you can 

'"l^ 1° 1,1 ' L,kl -' ,ne 
'"■■Sf^Pff porridge 
Rg^tf^HJ exit quickly. 

KmI M^m ^SH^m Travel 

^^M^ again where 



bandits will attack you and steal all your 
gear Track north to their hideout and 
search the nuts again to find the acorns 
you need. Save the game once more 
and reach into the hole. Climb the lad- 
der and enter quietly. Take the purse, 
search the bin and take your things 
back. Exit the treehouse, climb down 
the rope and run eastwards. 

Dip the eagle feather in the essence 
to fly back to the mountain-top and 
then land Open the gate and go into 
the house Head for the study and close 
the trap door, not forgetting to put the 
wand back. Go upstairs and into your 
room Place the cookie in the porridge 
Drop everything, take the porridge walk 
to Ihe dining room and wait for the 
Wizard to wake up. 

Nip to the kitchen to pretend to 
make a normal meal Feed the Wizard 
and he will turn into the cat Go back 
upstairs to your room and collect your 
things. Descend to the study, take the 
wand and open the trap-door. Go 
down to the laboratory. Open the book 
to Ihe proper page and follow the steps 
foi the spell so you can teleport at ran- 
dom Wave the wand and now try the 
spell lor Deep Sleep. Then open the 
book to page LXXIV and complete the 
last two spells. 

Teleport to the village by pointing at 
the map. Enter the bar and strike up a 
conversation with the three sailors. Give 
the gold to the Captain Go to the pier 
and board the boat The pirates steal 
all your possessions and throw you into 
the hold. Go east and get the box, then 
take it back to the ladder and put it 
down Leap on the box and then jump 
to the ladder Clamber out of the hold 
and head to the captain s quarters. Go 
west and open the chest. Look inside 
then leave quickly or you'll be caught. 

Wander around the ship, climb the 
ladder to the crows nest and then go 
round to the stern Go west into the 
galley where the cook will see you. 
Head back to the hold minus your pos 
session. Climb out of the hold again 
and get your stuff from the chest. Go 
east and get the shovel. Now it's back 
to the hold 



Wait until you reach land and the 
anchor has been dropped but make 
sure everyone is still on board. Pour the 
sleep spell on the floor and recite the 
spell. Climb the ladder to the main 
deck Look for land and step off the 
deck into the water Swim to the east 
as fast as you can. Keep going east, 
dodging the captain by heading north 
Go back south to the beach and exam- 
ine the palm tree. Step slowly, count- 
ing to five and then dig Grab the chesl 
and go north. 

Follow the trail to the Horse Head 
Rock and scale its face Head east, on 
the trail as it winds around to the north, 
then track east to the waterfall. Dip the 
fly wings in the essence and fly to the 
top of the waterfall Follow the trail to 
the east until a big-footed foe arrives. 
He heads back the way he came, so 
stop flying and land Head south to Ihe 
cliff and carefully climb straight down 
to the ledge Stay close to the cliff wall, 
move to the west and enter the cave 

Follow the maze to the other side, 
move out to the end of the ledge and 
climb down again When you get to the 
ledge, enter the dark caves again This 
brings you out on the west side of the 
cliff where you have to climb back up 
to the centre ledge Enter the cave and 
you are back on the path Follow the 
path east twice and then south, falling 
down the slope. Enter the tunnel and 
climb the stairway Rub the ointment 
on you when you feel danger and then 
go further west to the dragon 

Stir the storm brew with a finger and 
utter the spell. The storm rages and the 
dragon dies Untie Rosella and explain 
that she's your sister. She agrees to lol 
low you Head east and down the stairs 
into the daylight Go west to the stone 
wall. Go north towards the castle 
Follow the gnome to the castle. Cross 
the moat and enter the castle. 

As you both enter the throne room 
of Daventry, the King will explain about 
the once-magic mirror. It clears before 
you The king flings his adventurer's cap 
at you. As you go to catch it. Rosella's 
hand goes up as well. And that, dear 
readers, is that. V' 
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to more extending plat- 
forms. Keep exploring! 
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Kentucky Fried Fiend moons Follow H0I when * ou rcach 

You must defeat the innocent looking the right set to mm the top. These lead 

chicken : first drop the bird seed at the get to the fuel, . to lives, stars, angel 

end of his platform to make thi? chick- from here qo *fil ^M^mmr^ fish markers and other 

en peck himself through the floor and up/right for three stars. 

into the butter Avoid the tiekin' chick- If you run out of fuel, drop ^^^^^B^^^^ 

ens while you're doing this. The large the jet pack and go back to the start Killer Chasm 

chicken now rises up from the butter as point. You will find the jet pack has Take the helicopters up but no more 



Bovine Aerial 
*[tL Assault 

^fc ' First you must kill the 
f^P cow: stand on the roof of 
B / the cave and shoot at him 
from here. Once the cow has 
been destroyed there is only Dr. Maybe 
left to defeat. The gun won't help you 
so drop it Look for his gun glowing - 
this means he is about to fir. 
Move up out of his way - he 
can't follow you while 
, he's shooting. You 

must destroy him by 
dropping tonne 
jfc weights on his 

F* head. If you are 

low on lives look 
Bflj^m^ for invisible plat- 
■jL forms above you 
when you reach 
Wi the top. These lend 
to lives, stars, angel 
fish markers and other 
bonuses 

Killer Chasm 



a fiery phoenix. Avoid the fiery breath returned fu 
by jumping over it and keep blasting 
away with the apple gun. Slippery 



loaded 



away with the apple gun. Slippery Slopes 

8e careful and take it slow - if you rush 
The Feta Flatlands you'll slide down to the bottom of the 

The tree to the left of the start point has screen which will prove fatal, 
a hidden platform in it. This will take 

you to the helicopter. Grab hold of it to The Moeha Mountains 



than one or two platforms at a time, 
otherwise you'll miss out on all the cups 
and bonuses. 

Nibbleston Fell 

There's a neat trick here to get the jet- 
pack. There are two tunnels in the roof 
Put some dynamite on the floor under 



find the red cup At the end of the level. If you go left at the start you'll find one the right tunnel then run off the screen 



don't take the first exit pole. Instead, of the moon's lost treasures. Look out to put the fuse out. When 

head for the second one to get loads of for arrows which point to hidden blocks you return the dyna- 

bonuses. or locations you might not have known mite will be where 

about There are extending platforms you placed it but 

Fungi Strikes Back on this level, the end of these contain won't explode. 

Bounce off the little mushrooms to get hidden headblocks which in turn lead Stand on it to 

the extra height you need to hit the big « r ^— 

mushroom. Hold up to get height and My • -?\ 

keep moving from left to right bul Mm .SPV/ *'V^ -* & 

avoid getting trapped at either edge iiy f '" V^^r* * \ 

lumping over him. \ "* *0t ' 15* |* 

The Munster Moors * if. 

You need Finnius to get through the lit m^S^mVS^m A 

tie tunnel Find the Finnius block and W^^BEjp^* J«E- % % 

make (urn |ump around the other side pAwXt^*V% \ ^\ 
of the tunnel for lots of bonuses JETmSQ ' i 



Fungi Strikes Back 



jump up and get the jetpack. Use the 
jet pack to fly up the left tunnel that you 
can see in the roof above the start to 
find a map piece. 

Subterranean Stiltoneum 

Don't go down the shaft where all the 
moons are: go left instead to get to the 
cheese mine Left of this is an umbrella 
block. Get the umbrella and run to the 
right up the wall to take you to the tun- 
nel with the moons. Jump off to the left 
and float to a platform Collect the 
bomb and jump off to return to the 
mine. Use the bomb to destroy it Now 
go down the tunnel with the moons. At 
the bottom, go right to collect a bomb 
and use this to blast the TNT box at the 
left of the tunnel. Follow the tunnel 
through to the left and you appear to 
be stuck. You are standing on a grid of 
nine blocks, directly above the middle 
of these blocks are three hidden blocks 
stacked above each other The top one 
contains dynamite: use this to blow up 
the grid of nine yellow blocks. Go down 
and as far left as you can and blow the 
end block up to get the jet pack. 

The Chunnel 

This is one of the longest levels in the 
game You will find Finnius in the cave 
below the starting point. Use Finnius in 
the cave to collect as many bonuses as 
possible, bouncing up to the higher 
items. On exiting the cave, use Pond. 
Ignore the first exit pole, there is a hid- 
den dynamite block just left of the 
restart pole. Use the dynamite to blow 
up the yellow blocks. Go down and kill 
the baddies first, then go back and col- 
lect the bomb. Take it down the tun- 
nel and blow up the bottom door. 
In there you will find a switch to 
open the right hand door. Keep 
going right and eventually you 
will get to the exit. 



Glace Glacier 

You start in a valley so you need the jet 
pack to get out. There are two paths of 



_ Lower Slimes wold 

r Take the elevator up to the very top, 
jump left over the land mines to grab 
the invulnerability fish. Take the next 
ledge down and left to get the umbrel- 
la and jump left for lots of moons. 

Slimes wold-Under-Cheese 

Run right. When you get to the big 
drop, fall close to the wall by steering 
left as you fall. You will find a cavern 
containing a blue cup and lots of 
bonuses. '_j 






I 




Accompanied by a 
flash of lightning, the 
great god Odin arose 



LEVEL 



to the trapped room where you 




Pick up the door key, operate the found the grey crystal and open s*|*. \ r 

llooi in the bottom left hand the chest Take the cold protec ' ^IWk 

corner of the room and pick up tion potion and another chest ^ m ■ ^h'm 

the map Exit the room and turn left, key Find the doc opened by M . '4 I '■' 

pick up the gold coin, then go back to the silver key. then put the plank V „ JIIHH 

corridor and walk down and across the chasm to gel to the ^gM 

pickup the silver key Go right, chest: inside there's a chalice M f ^ ^T^ ^ M 

' jp the Talisman of Light from and a gem jC- J ij/^^' J* Jft * 

yu up and right, open the Go lo the room where the ; f V ^( VM&rffl t 

or on the left using the door key and skull says 'Oo you love me?'. A I "" 1^-^ 

;e the gold key. Give him the rose and he'll open ^S * * !! " 1 . 1 ' ^ 

le room and go back the way the door Ignore the first J yj j '"^ 

Open the door with the gold portcullis, continue through the ^j^JJ -*— — — — 

perate the floor tile in the bottom corridor and pull the lever to ■ 

and pick up the map Exit the open the door Go inside, pull " 

and go right. Pull the lever and the lever, take the gold symbol, 

he map to tell you where you leave the room and turn left. Drop the open the door Find the gem before you 

Note where the traps are Pick gem on the portcullis to get through it go into the room Place the gold sym 

nail chest key (which fits a and go back to the room where the bol on the engraved altar then go back 

taining a withered rose) and skull asks Do you love me?' via the the way you came, placing the 

irystal, then pull the lever in opened door Put the crown on Warrior's sword on the Bloodstone. The 

the bottom right hand corner. Meredith's throne and take the war sword will now be covered in blood so 

eave the room, then go up and left, nor's shield Fill the chalice with water give it to the skull that asks for blood 

>ut the gold com into the wishing well from the tap then find the Miracle Go in the open door and take the key 

,nd take the red gem Take the stick Stone. Open the relevant chest to find a 

ate the flooi tile beneath it Put the chalice of water on the candle and a door key which fits the 

mg belonging to the Prince s Miracle Stone lo turn it to wine, then door at the end of the passage Give the 

nd go back to the starting present this to the relevant skull who Talisman of Light to the skull on the 

it the ring on the identity rewards you with a rubber sole potion, bottom left to get into the passage Put 

j will be given youi birthright Go back to the boulder that blocks your the grey crystal on the stone of two 

aced on the Altar of Justice, way. and drink the strength potion so colours to turn it yellow Pick up the 

is in the other trapped room you can pick it up. Make sure you put it credit card and hurry back to the room 

ou get the Scales of Justice, give down where it won't trap you When with the warrior's tomb insert the cred 

he skull that asks What is your the strength potion runs out, drink the it card into the machine to open anoth 

nd go in the room rubber sole potion to protect you from er door 

pick up the jewelled crown the electrocution devices (it doesn't last Take the chest key and place the cold 

ake the other one, along with long so get a move on). protection potion onto the altar deco 

gth potion and the chest key, At the end of the corridor, use the rated with a black and white circle Take 

pull the lever. In the next slick in the hole to open the the fire piotection spell and the 

room drop the red gem on door Take the Warrior's ,ock ,,om lhe sl ° o1 Dnnk 

the portcullis leave the sword and put the # . 1 1 J f 1 1 f I h the potion and take the 

poison but pick up the Warrior's shield on ■ J'lw— >—■■ Eve of ""' Benolder 



plank. Put the withered his tomb to dis 
rose In the Water of Life, take arm the passage 
the fresh rose, then go back Pull the lever to . 
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from the hoi coals in 
..j^^^^k the room opposite 
■BRR Put the eye into 

«i«fiiMi !ne Water of 
^•aVSKi ■ Beau( y and ,dke 

tf-w the cjieen crystal 

■ Return to the 

SW Guardian with lhe 
green eyes, (ace il 
and insert the green 
■ oflBfJBj^B^ crystal. Take the first 
mF of the four orbs and 
|H^P place on the relevant altar in 
ry the large room. 

The key fits the chest in lhe first 
l • trapped room, get the Jug of Infinity 
and the piece of coal. Go to lhe second 
trapped room, put lhe coal on the crys- 
tal flame and lake the black crystal fill 
the Jug of Infinity with water and return 
^* to lhe Warrior s tomb. Insert the black 
■fl crystal into the Guardian. Go in lhe 
y* small room and pull the lever to open 
^ the door across lhe chasm Put the can 
die on the fire stone to light it The skull 
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Hello my little friends! Once again it is time to cheat and generally avoid playing games in 
the way they were originally intended! Thanks to everyone who sent in tips, and congratu- 
lations to all you prize-winning cheat-meisters — there's more software gifts where they 
came from, believe me. Don't forget to let me know what sort of machine you own, other- 
wise you could find yourself with a useless game. As usual, address all your luuverly 
discoveries to me, Mr Tips, at: Snip Tips, The One, 30-32 Farringdon Lane, London EC1 R 



TREASURE 
ISLAND DIZZY 

Code masters 

James White from Norfolk has a couple 
of cheats for this egg-like puzzler. Type 
(CAN FLY to. er. . . fly, and EGGSONLEGS 
for invincibility. 

RUNG FU 
CHARLIES 

PD 

Someone with the fascinating name of 
Zenon Olenski from Cheshire has com- 
pleted this old coverdisk resident, and 
has some codes for you all. 
Level 1 . NONE 
Level 2. YOYO 
Level 3. ZING 

MONOPOLY 

Supervision 

Thrill to this groovy cheat all you guys 
and gals. Ta very much to Robert 
Atterbury who's written in to say lhat 
when someone doesn't want a proper- 
ty and it goes up for auction, keep 
pressing the left mouse button as fast 
as you can, and the other players can't 
bid for it. This means that you can get 
all of the properties for £101 

TACTICAL 



Kompart 

A nicr little tip from Craig Warwick is 
to type CODE on the main creen. A 
prompt will appear asking you to enter 
a code. Put in the word CODE again, 
nd a list of cheats will appear. The 
ode for the full editor is. funnily 
enough, EDIT Not CODE, that's right, 
just EDIT. And not CODE. Oh no (Shut 
up! Simon.) 

IEMIER 
MANAGER 2 

Gremlin 

Daniel Smith from Penn has found a 
way to get 100 percent support 
and 100 percent directors confi- 
dence. Just go to the youth team 



coach and click repeatedly onto the 
space where the 'Promote Youth 
Player' should be. Smart! 

XMAS TIME 

The One 

Thanks to Adam Jackson from 
Birmingham for this seasonable cheat 
for The One's very own Xmas Time 
Apparently, when you are collecting 
gifts, all you have to do is press the 
pause button twice, and when you hit 
the monsters they stay off-screen for 
the rest of the level. Hurrah! 

JETSTRIKE 

Rasputin 

Just a little idea from Grangy Perrin of 
Northfield. but if you hold down the 
pause button during the game, it will 
go into slow motion. Very handy for 
those tricky missions, I'm sure! 
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UGH! 

Global Software 

A rather stunning piece of timing this, 
because a recent "Games Surgery' letter 
asked for later level codes lor this inter- 
esting game, and within a few days, 
Dave Wotton just happened to send in 
a huge list of codes There is a god! 
(Well no. there isn't actually Harry.). 
Right, er, anyway... 

KEITHMANIA 

STILLNOTGOODENOUGH 

NUDGENUDGE 

THEWOODPARTY 

THESENSIBLEPARTY 



PUTTY SQUAD 

System 3 

As Harry will confirm ('cause he sat 
next to me while I spent all week 
reviewing ill) I collected these codes 
legitimately while ploughing 
through this excellent game, and 
would advise that you only use 
them in desperation, because oth 
erwise you're going to miss a lot of 
fun! Here goes... 



HELLOSAILOR 

ARTHURTEE 

ABLOCKOFWOOD 

LI0NTAMING 

RONOBVIOUS 

CHANNEUUMP 

TUNNELT0JAVA 

MAURICEZATAPARTIQUE 

KENBIGGLES 

ALIBAYAN 

KEND0VE 

Tl DOLES 

THENAKEDANT 

KENSHABBY 

ALBATROSS 

IMPOSSIBLE 
MISSION 2025 



Capn 


Burger 


Gaia 


Organ 


Prey 


Dreamer 


Chris 


Bazgibb 


Arabia 


Jet 


Melon 


Rhubarb 


Gondola 


Aries 


Kate 


Fodder 


Spice 


Timb 


Cherry 


Butler 


Nickel 


Senna 



Microprose 

A chunk of free software is currently fly- 
ing towards a Raymond Orchard from 
Dorset, for being the first person to 
send in the level codes for this nostal- 
gic platformer. 
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With that huge elephant hurtling through space 
towards Jupiter, there's a good chance that we'll all be 
dead before you read this intro... so why do I bother? 



DONKEY AWARD 



Yes, for only the second time ever, I feel 
compelled to make this special presentation to 
Paul Cramphom from Kent, who wrote in with a 
reply to Ronon Ruddy's query in the July issue. 
Ronan asked for help in the cave section of Curse 
Of Enchantia, and Paul obliged by sending in the solution to the 
cave section in, yes. Legend Of Kyrandia — complete with a map' 
Needless to say, Paul shan't be receiving the copy of UfO he'd 
hoped for. Well done. Donkey. 



/WATT'S SHOW-OFF SHELF 
MEDICATION REQUIRED 



Dear Matt The Medic. 
I have just bought Hero Quest 2: 
Legend Of Sorasil, but after years of 
waiting for this excellent sequel, am 
completely stuck. On level one, we've 
managed to get the key of bone and 
the ring of elements, but as soon as 
we use the key to open the door and 
walk out. we die. We've also found 
the stone Gollum. but can't defeat it. 
Please can you help? 

Alan 

Maidstone, Kent. 

You've timed this perfectly Alan, 
because I actually completed this mis- 
sion yesterday while reviewing this 
game for Updates' I don't know if 
this is the 'official' way to complete 
the level, but I'll tell you what I did, 
and you can see if it helps you in any 
way. I'd actually managed to get 
everyone Killed apart from my Dwarf 
(well it was my first go.'J but fortu- 
nately for him. he was pretty bloody 
'ard. I'd managed to collect the Ring 
Of Elementals, which according to the 
mission description would allow me 
to attack the Gollum, and put this in 
the box under my sword in the inven- 
tory I then went to the Gollum and. 
er. . hit him a lot. My dwarf had a 
high defence, so even though it took 
about ten fights, we only ever drew, 
or the Gollum took damage. After 
about seven or so hits, he died, and 
when I examined his remains, I found 
the Bone Key. After that. I just went 
to the big doors and clicked over the 
open door' icon, which did the trick 
and out I walked, completing the mis- 
sion Hope that helps in some way 

Dear Matt, 

Please can you tell me what to do on 
Monkey Island 2 I can get all the map 
pieces and give them to Wally, but 
then he gets kidnapped and I don't 
know what to do next. I'm probably 
doing something wrong, so please 
can you give me some guidelines 



Also, in Indiana Jones and The Fate 
Of Atlantis, what do you do in Crete? 
I can find the surveyor's instruments 
and the mural, plus the two statues, 
but don't know what to do with 
them Please help. 

Daniel Hughes, 
Oxfordshire. 

Okay, once Wally gets kidnapped, go 
to the swamp and climb into the crate 
to start the journey to LeChuck's 
fortress, then get out and go right up 
the stairs. In the sign room go down 
the left passageway and you'll see a 
set of carvings. Remembering the 
words of the song that you parents 
sang to you in your dream, push the 
carvings marked with the correct 
sequence of bones from the top to 
the bottom, and they'll swing open, 
letting you walk through Right, that 
should give you a head start, now 
onto Indiana Jones... 

AM you need to do here is to use 
the surveyor's instruments on each of 
the statues, each time aligning the 
cross hairs with one of the large 
horns. When you've sighted correct- 
ly, a dotted line will extend from the 
transit past the horns, ana X quite lit- 
erally marks the spot 

Dear Matt 

I have recently bought Legend of 
Kyrandia and am now stuck on the 
part where Darm tells you to find the 
Birthstones Please help, as I'm no 
good at the game. 

Christopher Bamford. 

Newport 

The first and last stones in the 
sequence are always the same, name- 
ly the Sunstone (found in the bub- 
bling spring) and the Ruby (found, 
funnily enough, in the Ruby tree) The 
Sunstone can just be taken, but the 
Ruby tree contains snakes that will 
bite and poison you unless you imme- 
diately heal yourself with the orange 




amulet gem The second and third 
stones are randomly selected tor 
each gome, so the method I sug- 
gest is to collect as many stones as 
possible, and stock pile them at 
the alter location Now save the 
game, and try as many combina- 



tions as possible The reason I say 
to save it is because the stones dis- 
appear when wrongly placed, but 
by loading the game again, you 
can experiment as much as you 
fancy without tons of boring stone 
searchingjf you go wrong. Ah! 
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THE SURGERY IS NOW CLOSED 




VIRUsS v - 
KILLER Lr£ \ 



A Virus kJktr m an essential 
purchase in twee days 
■a ■ ... ,, mere are Huncheda ot 
Amiga vvuigs Ma»e lure 

you' •otrwaie LOlteelion it 
I tiM It om all inown viruses 

WOO 



_ V1F4-2. VIKI S 




II you're in lo Deal am 
up* horos a I real Fignl 
against numerous 
opponents In in is last 
action beat em up 
features eotiancea sound 
on 2 drive Amiga* 
Only C6 00 



BOIXjKK 



Who needs Sonic or Mario 
whan you can play 
fantastic games like this 
on you* Amiga Fast, 
smooth scrolling platform 
game Excellent Slut 
Only £5 00 



NUKES HACK 



GRN3-1. 31)(,AK1>EN DKSKiNKK 




Now the summer's here, 
it s t<me lo do the garden, 
and this is a good reason 
no* to. because you'' be 
loo busy detuning '. 
Only £3 00 



A two disk collection ol 
various Scala background 
textures Wood, paper 
sic Gives your Scala 
production a more 
professional finish. 
Only £6 00 



SC A6-2.SC ALA TF.X 11 RES 





Wake your own hardware 
and save £C£s Sound 
samplers, memory 
eujansions. Bndgeboards 
are all here. Includes 
complete diagrams. 
Only £3 00 


ll\\P3-l.H.\RI)\\AKi: PROJECTS 


l~ 


1 Forty top Quality 
compugraphc fonts for 
use with WB20. 
Pagestream. Wordwoth. 
D Paiol 4 etc, etc 

Only £7,00 


!PSn.3.tOMPliGRAI*HH "FONTS 




Four an time classic board 
games Scrabble. Cluedo. 
Snakes and Ladders, and 
Monopoly Great tun lor at 
the family 

Au for only £10 00 



BDG10-4.BOA] 




This is lie most powerful 
Amiga disk OupUcator 
avauble In lad the authors 

say thai d you cant copy 
something meyi gnre you 
your money back. 

Order Now £34 95 




A five disk set of over 70 
top quality fonts lor use 
*■>■ Word-orth 2 or 3 
Simply install Ihem and 
|rirvay re ready to use 

Only £10 00 



- 1 . XC Xm l'KO._ L WWF10-5, WORDWORTH K IN I s 



Fifty stunning AGA images 
■* 256 colours AH ol which 
, w* blow your mind All run 
I as a slldeshow lor ease ol 
viewing 

Only £15.00 



(iKI.15-10. BATHING BABES 




A complete Word 
ptocessmg package 
Includes: Spell checker & 
grammar checker Avery 
easy to use package 
Onry £4. 00 



The complete RSI demo 
maker, featunng font 
editor, vector editor, 
graphic templates, 
mm* I on is etc and a 
| complete luteal 
AM tor only £15 00 

RSMI5-?. RSI DEMO MAKER 




. WORD l'KI 



FREEH! 

FREE BOX OFTEN BLANK 
DISKS WITH EVERY ORDER 
OVER £25 




A selection ol tools for 
degrading your A 1 200 
down to a 500. Very easy 
to use. but extremely 
effective way of running 
old games ale 

Only £4 00 



nKH4-2. A1200 DEGRA DE RS 




A good aolecton £i games 
demos music, graphes ano 
loc's for use only on the 
A 1 200 or A400O A great 
way to imlanOy 0u*3 your 
AGA software coSsollon 

OS 00 



U, A 15- 10. AI200 STUEE 



High quality t ■ of ten 
blank casks, in a choice ol 
ore- formatted or 
unformatted media 100% 
error tree guaranteed 

Only £4 95 



BI K5-10. TEN BLANK DISKS 




Features all you need to 
crunch, archive & 
decrunch any file or dash. 
Includes DMS the Disk 
masher. Powerpacker. 
IlHA etc 

Only £5 00 

CRM5-2. CR UNQjMA NlA^ 

Over 1000 Top Amiga 
game cheats on five disks 
Includes all popular titles 
ike Monkey Island. 
Project X etc. etc 





Onry £9 00 



< HT 9.5. 1000 GAME 




Over 70 lop quasty Imagine 
OOfects 'or use n any version 
of Imagine Subjects ndude: 
Vervckrs. Animals. Slar TreK. 
Omosauis Star Wars anO 
loads more. 

OrHytMOO 



Hu-vCodi ol general 
knowledge qoesiiiins 
Subjects mOude Soon. 
Films. Mua*. Scene e 
Gaog'S^ny Test yum 
knowlrtOge #IV the e»ceSenl 
Trivie game 

OnryCSOO 

QUIZ MAST ER 



RUSH RANDOM 1K)T STERE(K.K\\I 

1 C'Mie »Our own Ittcmalsig "4<yK>"> /*>• SltrBoo/ami «ary 

sv w use. Ony 000 

Oat your finances in order 
with this eiceSeni package 
T«he a closer look ai your 
bank accounts, find out 
where all your money goes 
every month 

Only a 00 



KIN7-3. I INANC K 




It you want U be a b joomg 
n Beale or Floyd then THI 
GOURMET COOK BOOK n 
a gooa way lo gel sianerj 
over 50 redoes irduoed 

Onry£3 00 




(iC 113-1. THE COOK BOOK 




A two disk set of extra 
backgrounds. Icons etc lor 
use with Magic 
Workbench Requires 

KOtt, 

Onry £5 00 

MWK5-2.MAGLCWB EXTRAS 




Double the space 
available on your hard 
disk If you have an 
eOmeg drive thrs will give 
you over 150rneg ol 
available space Runs 
silently in the background. 
Only £5 00 



\V\ 5-2. DISK IK)l ItlT K 



r 1 j i i 

■ i 



The most professional 
i word search, crossword 
solver available on the 
Amiga Includes a 
dictionary ol over 58,000 
words, and you can add 
your own 

Only £500 




Ron PCVT software on your 
Arraga Very easy to use and 
supports VGA graphvs on a 
humble AI200 A superb 
pactage Wakes use lit ham 
dove* etc. 



Only 1 39 95 



PCT4M.PCTASK+ 



BOOT 




-2. WORD UNDER PRO 



H you're new 10 me Amiga 
Dehav" 

nj 

r workhpncJi 



problems > 
Libra' las on 1 



EFB2- 



Bu f» "aving 

ion you 
tm an needed H Ml 
pedicular solrwa/e C*dei Ihis 
now end solve those 

a x 




Learning lo type can be a 
dincurt task, but not when 
you get a copy ol our 
clastic typ»g tutonv 
indudes three games to 
heap you team lo type 

Only £300 

Y PING TUTORS 

Whether you want to link 
two Amigas together, or 2 
PCs or Amiga to PC. then 
this package will suit you. 
Easy to install 

Only £8 00 

networking] 

BniiMnce 2 is the best AGA 
paml A an ma let padtage 
avertable on the Arraga. 

H ; ■-. i I i.ii itjli- 

graphics modes Check 
latest magazines lor reviews 
OrtfyfWf* 



E SSENTIAL FOR BEG INNERS 1 ZLBRT90-I. BRILLIANCE 2 



All Titles Advertised on these pages should work on any Amiga unless stated 



ORDER FORM 






Amount of PD Packs 

\UI»< PUMlILf 






AoYta - ~.~ 














■£ 




Other llcm> 




= £ 


Tel Amiga , 


Goods value 


■ i 


Payment method M 


1=-U*.. 1 «.l1tP.I-rf».«HI 


"him 0-1 k 
iJ. 


Crtifai card No Ej»_ 


Amiiuni enckned 


■£ 



CD 32 KEYBOARD 

Easy connection lo youi CD32 
Allows you lo run till CDPD disks 
and all games on LOCK n LOAD etc 
ONLY £37 95 » f 7 SO Delivery 



CD 32 LINKUP 

Connect your CD32 to you' AfMpfl 
tor easy tfanster OTMX CD Rom disks 
CortH*?te *i"> ItfJds - CD Rom IkioI software 
CDL35 I Only f 34 95 . C I 00 P&P 



OVf RSI AS ORDERS 

()«cr>ca> reilen err ■ffcome. bul plute adil ^5p 
lo each disk ordered, k El 00 to rack l'«vi 
ordered. ■ miaimum ol 1 di»k» appl) All 0>ervat 
onkn .ire wni t»j !•! tt*.» Air Mall 

COLLECTING DISKS 

Yen are welcome lOi-olkti jour order, ha fm are 
adtiKd lo phone M lhruvi|i prior lo collevinn 
Offne biviv I ?0am- 4 'Horn Moa-Sal 



OHIIKRINC BY POST 

Simpl, <mJ «our order in on an A* pugc kum( W numtim ym mimre 
Ok loul cr-a. and >uur iianr * atfcferw. u« il jou aiih .imply mart alt the 
Mlct *mi -.ih to order, till in your name eic. and tend inete sssn ID 
r Pit M AliKHTISG. Tmi ll'iwr Ottites, Vttloru CcMre. HI- 1 39 
Vicwna Rd. S Hindis*. WilUiirr. SNI 3BH 

ORDERING BY PHONE 

Call an> tm bei»een 9.fltan St * Worn Meadat to Sawrdai «ilh your 
.re Jit card drink ai»S the diik> >ou wooU like lo order 



Epic Marketing, First Floor Offices, Victoria Centre, 1 38-1 39 Victoria Rd, Swindon, Wilts. SN1 3BU. Tel: 0793 490988 




Order hotline: 0793 490988 Fax: 514187 




I Megaball V3 is moil 
1 definitely i he best ever 
I Break ■ ■■■ game 
available Superb AOA 
! graphic*, muse and 
gameeHay make this an a" 
hm» clastic 

Only F3 00 

□ MGB3-1. MEGABALL AGA 




Over 1 00 att t*ne classic 
games including: 
Breakout Pacman. Space 
Invaders. Snake*, toads ol 
pu*/le games and mote 
Only £ 10.00 



□ GG10-4. 101 GAMES 




Work) Cup lever a here 
poeetty) and so are 
Footbel Icons. Replace your 
Ok) drab tvarkoench cans 
wrth these snatzy lut cptour 
lotBMll team icons 

Only C3 00 



• FOOTBALL ICONS 



A collection ol tools for me 
pnnttr user Pnrflet 
dnvets. moo. maker and 
other usa'ul utilities are 
included in [ha great 
getting started pack 
Onryftf 00 

11 1 PRT8-4. PR INTER TOQLS_ 

Word Processing 
database 0* 
Spreadsheet 
Wary E 





Whether you run a smell 
business or just need to 
go compuiensed I hen pus 
superb easy to use 
integrated package a what 
you want 

£700 



□ IFC7-3. LITTLE OF FICE 



Thii it the most tmpmttiae 
AGA demonstration 
available II you want m 
impress someone. Ihen Bits 
■■ what win oo «t Fee tu ret a 
boll BJcg soundtrack. 
Only £4 00 



MS4=2JIGTIMESh\slAllIV 




rfeS QVedl .:' '-U^ ii.',- |M in ■ 

lor use In Imagna. Render 
your objects <n a variety o* 
shades, colours and 
tenures Compstlble with an 

Ariij.r. 

Only £12 00 




Inside Engines V a 
compilation of m depth 
anrmalion sequence* 
showing you I he workings 
ol all tne most popular 
engine type* 

Only £900 

IDE ENGINES 



Muncxeas ot ngh quaky 

Dt*e*nOhaJ ckpart images 
Subjects nouOe Transport 
Peooie Computer. Xmas 
and toads more A much 
•noef scape 

oryr.300 

(,K\H-Ill. PRO CLIPART 



■• -. good oU Myi 
ol compukng? WW now you 
can run classic Spectrum 
games oh any Amiga with 
ease *ou can eve" load 
your games Irom casselM 
end save them » C*S» 
fi oo 



SPE5-3.SPECCY EMULATOR 




* »Biecton al printer 0"v#t 
nckjang all popular pnniers 
Bud) as: Hewlett Packard. 
Star. Panasonic. Epson. 
IBM. OKI Seicosha. 
- P0MOI pi 



DRV3-I. PRINTER DRIVKRS 



Contains a selection ol 
Video inters. Video wipes 
& backdrops Great to" 
creating professional 
noma movies. All you 
need 

Only £12.00 

YTD12-6. VIDEO STUFF 



rm k < 



mnin 



I If you've fust purchased 
j your Amiga you may be a 
tut toggles to : 
properly. Well this frve cask 
set takes you step by step 
through every base thing 
lo know. 

bb oo 



ABG9-5. BEGI NNER'S GUIDE 



Ml IDS 

□ei 



A collection o> Amiga card 
games including Poker 
Ctaps. Solitaire etc. Great 
tun lor an the famfy. 



Only £10 00 



_!JIX12-7. IMIUINK TLX.TLRE5 CRD 1 0-4. ( 'A Rl) GAMES 




A compilation of very 
powerful drsk copters, 
make backups ol your 
sottware colloclron wflh 
MM 

Only £500 



( PV5-2. DISK COPIERS 




Seventy Dtmep fonts *C use 
In almost any package 
inducing Dekoe Pamt Also 
features a tanlasbc torn 
ecWor lor designing or 
custorwng your own fores. 

Only £700 



FNT7-J. FONTS & EDITOR 




Over 300 Workbench 2 or 
3 utilities/tools, including: 
leii editors vims toilers 
Oak editors, sound & 
g«aphc loots and toads 
more. 

wwewt omyC3.oo 
TTU3-L 203 UTILITIES 



'3* .'II >> UIj. W 'TM 



Q III! 



UH (pi i lit ! 

KLD 6-3. K LONDIKE AGA 



Klondike me card game 
teatures unbesevaDle 256 
colour hr-ies graphics Also 
available now are "our new 
data daks featuring 4 new 
oard ilesigna 

Only £6 00 



Tetns is the most addictive 
game *i the wortd. and 
that's a fact This « a 
compJalion ol frve at the 
best Best graphics, bosl 
sound and bast payability 

Only £6 00 

TE T9-5 . TETRIi 



Lrf ilB*u! 



LaaVaV-e aw- t - mm 













t ho Rnrtocl iarg«w lor 

mi ii i n ibh ■■>■ ' ' im 

business modules mdudirv, 
Cashflow. invoicing Sakts 
ledger, VAT reports and 
Stock control 

On!, £79 95 



STL8Q-L SYSTE M 3 E N HA NC ED 




The complete system 
analyser Test your drives, 
memory, keyboard 
mouse, expansions and all 
your custom chess etc 
Only £3 00 



□ ENK3-L ENGINEER'S KIT 



Hundreds ol high queasy 
FF samples, including: 
drums, guitars, bass, 
vocals and beats Perfect 
or Music X. Med or any 
r acker clone. 

Only £7 00 

!□ SAM7-5. IFF SAMPLES 






Ihoueat di ct iskaU kso|K 
demos, games am graphics 
on each cksk Cad ior ckwaM 
EUOC«t0a*D8 ft* 98 
SJOmej BfMl try BM fiir^. 
«itiiii mui* «i; jkTk* ~' 

coPDt cttn 
C0PD7 citn 
copdi nan 



CTIONS 



] AAC10-4. ARCADE CLASSICS 



F*«u'b > a im» :Uiki tie* i cut *mr* a »ion«r Sun HUM 
*mii!Ot»ro&»Biani Fkn-«-0* » »»ot DM a*|» l» "tfi> iM» fB M 




An essentia I tool for 
nstalkng workbench on 
your new hard disk Easy 
to use either on the A60O 
WA1200. 

OrWy f 7 00 



VHD" :. HARD DISK INSTALLER 




Organise your 
entertainment media with 
tins set ol cataiaguog 
tools Video. CD and disks 
are all catered for. 

OfyFSOO 



CXG5-3. C VTALOGERS 



■ UILULI > ■ 



• ru mi i-« .i# 




Hundreds o> colour dtp tam, 
for use in any Painl package 
A* sues from 6 up to 45 fl 
colours up to 32 colours, 
great for video work or tor 
juil making demos. 

Onlt CI5 00 



CLFI5-8. COLOL R FONTS 



i 



Th* is the most 
■tvpressrve RAVE demo 
available on the Amiga, 
features an anwmg 
soundtrack A wicked 
visuals don t mrsa this 
Only £4 00 



SBL4-2. N INE FINGERS 




An al lime classic' Features 
include 7 skill levels, full 
league tables. 30 lootba* 
ground, managerial ratings. 
"Hury problems, promotion & 
relegation 

Order no— only £3 00 



FBM.M. FOOTBALL MANAGFK 




Another great puule 
game tor adults A pmt ot 
(he bast, a packet of 
peanuts end a good game 
ol Centrefold squares 
•Whal a lifer 

Only £10 00 



The Fred Fish cosecuon 
Over 400D utilities included 
in ties sat ranging from 
wordprocassing f: 
spreadsheets, graphics 
tools, music and hundreds ol 
other things 



Only £39 95 

FRED FISH CD M00U 



1000 all time classic Arrvga 
games Puflkts. Adventures. 
| HPO. fihootem ups. 
PlaDormers. Woks on the 
CDTV CD32 en any other 
Amiga CO ROM dnva 
Ouyff»» 



LOCK LO AD CD 




Thousands ol archived 
ools including patches. 
Oil loolt. music, graphics 
AGA tools, workbench 
loots II " take you months 
lo Bil through Ihts lot 

Only £19.99 



AMINET II CD ROM 




DSP1M. DELUXE STRIP l'0KE_R_2 



Ovo' i 000 Adobe and 
OOntpugraplK structured 
kvU great for Desktop 
Publishing Compatible w-th 
Amiga A PC CO Rom AS 
ready to use on any 
machine 

NN 



PRO. FONTS CD ROM 

Play Poker eeVt aome of 
the most lovely ladles in 
l he world Includes superb 
graphics and digitised 
speech 

OVWyffSflO 



\ X un q 

A. .'3? 



.a>> DeeMsmsaw 



Wi'erher you re a complete 
beginner at Chess or a 
champion. Jl CHESS has 
somelhaig tor you Sucjerb 
graphics and speech make 
M a great sort ware Me 
OntyCMOO 



T4-1. CHESS ATI TOR 




Williams F I Imagine 
object II require* 4 meg 
but as you can see is 
Amazing Requires a 
verson ot Imagine to 
render I. 

Only £4 00 



VVIQ4-L WIL LIAMS IT 




A collection ol great fun 
educational games for 
children aged 7- Maths 
spe*ng. speed etc are all 
included in this excellent 
I compilation 



Only £9 00 

EDU9-4. EDUCATIONAL I 



PASSWORD 



ENCRYPTOR 



j Stop other people from 
accessing your (loppy or 
hard casks, by putting a 
customised password on 
your cask Also contaais 
file encryption tools 



Only£ W.OO 

IES10-1, CENTREFOLD SOI ARES PSW 10-4. PASSWORD 



Epic Marketing, First Floor Offices, Victoria Centre, 138-139 Victoria Rd, Swindon, Wilts. SN1 3BU. Tel: 0793 490988 



0 



£0 M P E f=l T I O 



FINAL SCORES FINAL SCORES FINAL SCORES FINAL SCORES FINAL S< 





M^y poo 

This is it, then — the end of the Sensible jgpccer Fancy Football Competition 
Below, you'll discover the final results and the scores for each player. Just tot 
them up and turn the page to discover if you're eligible to claim. 

After alt the mathematical GAME 38 his part or the amount of beer he 

errors and headaches, the Catholic Family vs. We Luv U Ingl'nd consumed before the proceedings. 
endisnear-thankGod.lt Although it looked increasingly Jools' namesake blasted home a sec- 



fter all the mathematical 
errors and headaches, the 
end is near — thank God. It 
seemed like a good idea a few 
months ago, but it's been a time- 
consuming load of old nonsense, 
and I'd be very surprised if any of 
you have been following it since the 
beginning. Still, we'll have to think 
of something to fill the pages next 
month — how about eight pages of 
meaningless charts? Hmmm... 

THE CLASSIFIED 
RESULTS 

GAME 36 

Gotham Park vs. Liverpool CJC 
A tense match, this, with both play- 
ers reluctant to press forward. Chris 
finally broke the deadlock with 30 
mins to go, with a blinding chip 
right over the Batcave. Simon 
responded with typically sickening 
ferocity, changing his formation to 
'Attack' and blasting home a couple 
from outside the area (diagonal 
long-shots, unsurprisingly) to grab 
the lead. Chappers tried to up the 
pace in order to stay in the game, 
but this resulted in gaping holes in 
his defence, through which boggle 
eyed Byron slotted a couple more. 
Git. Result: 4-1. Scorers: McMana- 
man (0-1). Gordon (1-1). Batman (2- 
1). Gordon (3-1), Gordon (4-1). Cau- 
tions: Hansen (yellow card). 

GAME 37 

Famous Addicts vs. Chelsea 
In a real nail-biter of a match, both 
Jools and Tom were keen to avoid 
defeat, even though neither stood a 
chance of clinching the title. Jools 
took the initiative, with a fluky effort 
from Blandford. Tom followed up 
with an equally lucky strike from 
Peacock. Again, Jools pressed for- 
ward and hit home another, only to 
be 'rewarded' with an equaliser 
from Stein. The tension became 
almost too much for the young lad 
Stein, whose ball-crunching tackle 
left Boy George singing that bit 
higher. Just as it looked as if the 
match would end a draw. Jools 
grabbed the lead, with a fantastic 
strike from his namesake. Result: 3- 
2. Scorers: Blandford (1-0), Peacock 

>;1-1) , Blandford (2-1), Stein (2-2), 
Jools (3-1). Cautions: Stein (yel- 
low card) 



unlikely that Dominik was going to 
win the League (barring a miracle, 
Simon has already been confirmed 
as the winner), he decided to switch 
to a more attacking formation In 
order to secure second place. Fortu- 
nately for the plucky Scot, his tactics 
paid off; Nicholas almost uprooted 
the goal-posts with a powerful blast 
into the back of the net, followed 
quickly by a well-worked effort 
which left the keeper standing. Jon's 
frustration was clear to all and his 
reckless challenges resulted in a 
booking for Sharpe. Still, his efforts 
were rewarded with a last minute 
Hirst goal. Result: 2-1. Scorers: 
Nicholas (1-0), Nicholas (2-0). Hirst 
(2-1). Cautions: Sharpe (yellow card). 

GAME 39 , - 

Liverpool CJC vs We Only s\\ A\ 

Sing ffky 
We reckon that the aver- 
age score of all the games 
in the Fancy League i 
two goals to one 
It's not based on 
any factual evi- 
dence, though, it's 
just a guess. And 
probably a wrong one. Any- 
way, that tenuous link was my little 
way of introducing the score of 
Andy's penultimate game which 
was, er... two-one. To Andy. Not 
Jon. Rush scored 'V. Soup Dragon 
scored '2' and was cautioned. God 
these bloody things bore me. 
Result 1-2. Scorers: Rush (1-0). Soup 
Dragon (1-1), Soup Dragon (1-2). 
Caution: Soup Dragon (yellow card) 

GAME 40 

Famous Addicts vs. The Dead XI 
With Harry's skills improving no end 
and his goal tally up to an awe- 
inspiring 'one', it was obvious that 
Jools didn't exactly fancy his chances 
against this up-and-coming Sensi 
god. He should've, of course, 
because although Harry has started 
to get the hang of things, he's now 
only 'crap' as opposed to 'complete- 
ly and utterly crap'. Blandford's solo 
goal was the highlight of the match, 
although we're not sure whether 
Jools' dribbling was down to skill on 



ond shortly before half time. After 
the interlude, though, things turned 
decidedly dirty with cautions being 
dished out to both scorers and 
Icarus. I don't think I can take much 
more of this. Result: 2-0. Scorers: 
Blandford (1-0), Jools (2-0). Cautions: 
Blandford, Jools, Icarus. 

GAME 41 

Chelsea vs. Red Machine. 
Peacock was the first scorer in Tom's 
swan song, although his lead was 
soon negated by a stunning goal 
from Dalglish. The current manager 
of Blackburn, however, was pun- 
ished shortly after for a disgusting 
foul on Glen Hoddle which would 
have resulted in him being carried 
off if the game included such a fea- 
ture. The two teams 
remained level 
almost until 
the rest of 
the match, 
until Hunt hit 
home a fab effort 
from just outside 
the area. Result 1- 
' 2. Scorers: Peacock (1- 
0). Dalglish (1-1), Hunt 
(1-2) Cautions: Dalglish (yel- 
low card) Phil Neal suspended. 

GAME 42 

Musician's Union vs. We Luv U 
Ingl'nd. 

"Grunt, grunt!" snorted Bj6rk as her 
one-pig effort put Matt ahead after 
only a few minutes. "You swine!" 
cried Jon as he slotted home a sexy 
goal, courtesy of Hirst. "You ugly, 
filthy pig womanl" shouted Jon as 
Sharpe took the lead. "You repug- 
nant, snotty animal!'' blasted Jon as 
Scooby Doo snatched victory. "Oh." 
said Bjbrk. "I'm off to find some truf- 
fles." Result: 1-3. Scorers: Bjork (1-0), 
Hirst il-D. Sharpe (1-2), Doo (1-3) 
John Lennon suspended. 

GAME 43 ^ 
Catholic Fare ■ , 

Excitement City! As neither sWwas 
willing to bow out of the fancy 
League with a humiliating fflfck 
the game turned into a veritable 
goal frenzy, and the pace of the 





match 
nothing 



w. 
shor\ 
of relentless. At. 
Nicholas fluffed several clear-cut 
opportunities, he managed to score 
a hat-trick before Chris pulled a cou- 
ple back with efforts from McMana- 
man and Molby. In the climax to the 
tortuously long-running 'gag'« JFK 
fooled the keeper by heading in his 
own head, and then volleying in the 
ball shortly after. Rush managed to 
pull one back, but victory for the 
closely-shaven Scot never looked in 
any doubt. Result: 4-3. Scorers: 
Nicholas (1-0), Nicholas (2-0), 
Nicholas (3-0), McManaman (3-1), 
Molby (3-2), JFK (4-2), Rush (4-3). 
Cautions: Lawrenson. 

GAME 44 

We Only Sing vs. The Dead XI 
The last The One grudge match. 
Things got off to a surprising start 
when Old Harry's Icarus scored a top 
goal, causing Andy to hang his ugly 
ginger head in shame. Torchy the 
Battery Boy came to the whinger's 
aid, shooting home a couple of run- 
of-the-mill efforts (just inside the 
goal-posts, struck from straight 
ahead). Again, Harry dumbfounded 
his critics by scoring another with 
Ludd, increasing his goal tally by SO 
percent. Andy's face turned red, 
steam came out of his ears, and he 
upped the pace. Three goals were hit 
home within the last minute or so, 
making the final score give the 
impression that the game was slight- 
ly more one-sided than it really was. 
Result: 5-2 Scorers: Icarus (0-1), Bat- 
tery Boy (1-1), Battery Boy (2-1), 
Ludd (2-2), Battery Boy (3-2), danger 
(4-2). Bungle (5-2). 

GAME 45 

Red Machine vs. Gotham Part 
Simon won. The four-eyed, balding, 
talentless git. Result: 0-2. Scorers: 
Penguin (0-1). Gordon (0-2) Phil Neal 
suspended. 



TURN THE PACE 

FOR DETAILS 
OF HOW TO 

CLAIM... 



WHAT DO POINTS 
MAKE? 

Each of your eleven players will 
gain plus or minus points 
depending on how their team 
played, as outlined below: 
Goalies: Score -1 point for every 
goal their team concedes or +5 
points for a clean sheet. 
Defenders: Score -1 point for 
every goal their team concedes or 
+3 points for a clean sheet. 
Mid-fielders: Score -1 points for 
every goal their team concedes 
and +1 for every goal scored. 
Attackers: Score +1 point for 
every goal their team scores. 
Goal-scorers: Score +1 point for 
every goal they score, with an 
additional +2 points for every 
hat-trick. 

Yellow Cards: individual players 
score -1 point if they are shown 
the yellow card. 

Red Cards: individual players 
'score' -3 points if they are sent 
off. If one of your players is sus- 
pended from the league, then 
he'll score -2 points for every 
match he misses. 




THE TEAMS 

So who are the all-important 
managers then, eh? 

Simon Byron 
Gotham Park Rangers 
Andy Nuttall 
We Only Sing When We're 
Winning 
Matt Broughton 
The Musician's Union 
Harry Attrlll 
The Dead XI 
Jon Hare 
We Love U Ingl'nd 

Jools 
The Famous Addicts 
Tom Watson 
Chelsea 
Chris Chapman 
Liverpool CJC 
Domlnlk Diamond 
Catholk Family 
Rik Henderson 
The Red Machine 



1 

12 
23 
34 
45 
56 
67 
78 
89 
100 



The Batcave 
Moomin Troll 
Simon L* Bon 
Saint Peter 
Nigel Martyn 
Jim Mouisson 
Dmitri WWme 
Bruce Grobbelar 
Pope John Paul II 
Ray Clemence 

1 



-13 


+4 


-9 


-13 


-3 


•16 


-2 


•3 


•5 


34 


-7 


-41 


-1 


-3 


4 


-1 


+1 


0 


+ 6 


-S 


1 


-4 


-10 


-14 


•4 


-4 


•8 


-3 


-3 


-6 




2 

D 3 


The Batmoblle 
Cat Woman 


r, 


+ 2 
+ 2 


-11 
-11 


m 4 


The Joker 


-13 


+2 


-11 


m 5 


The ftiddler 


-13 


+ 2 


-11 


S 13 


Sooty 


-13 


•3 


-16 


I s 


Bagpuss 


-13 


•3 


-16 




Crystal Tipps 


-13 


•3 


-16 


1 s 


Bod 


-13 


•3 


-16 




Mark King 


-6 


•3 


-9 


25 


Paul McCartney 


-9 


•3 


-12 


26 


John Lennon 


-8 


-2 


-10 


27 


Howard Jones 


-fi 


-3 


-9 


35 


Attila the Hun 


-34 


•7 


-41 


36 


Hadrian 


-34 


-7 


•41 


37 


Richard the LionUBrt 
Henry V 


-25 


-7 


-32 


38 


-34 


-7 


-41 


46 


David Bard si ev 
Gary Charles II 


•5 


•3 


-8 


47 


-S 


•3 


•9 


48 


Martin Keown 


-5 


•3 


-8 


49 


Andy Sinton 


-5 


-3 


-8 


57 


Keith Richards 


•5 


+1 


-4 


58 


Ubik 


-5 


+1 


-4 


59 


Boy George 


-5 


+1 


-4 


60 


Jimi Hendrix 


-5 


+1 


-4 


68 


Steve Clark 


0 


-5 


-5 


69 


Erland Johnson 


0 


•S 


-5 


70 


Jakob Kjeldberg 


0 


-5 


-5 


71 


Frank Sinclair 


0 


•5 


-5 


79 


Alan Hanson 


-6 


■11 


-17 


SO 


Mark Lawrenson 


-7 


-11 


-18 


81 


Steve Staunton 


-6 


-10 


•16 


82 


Rob Jones 


-6 


-10 


-16 


90 


Michael Corleone 


-6 


-4 


10 


91 


Tom Hag en 




-4 


-10 


92 


Vlto Corleone 




-4 


-13 


93 


Sonny Corleone 




•4 


•10 


101 


Phil Thompson 




-3 


-10 


102 


Steve Nichol 




-3 


-10 


103 


Tommy Smith 




-3 


•10 


104 


Phil Neal 


i 


-4 


-14 



THE FINAL TABLE 



Win = 2 points. Draw ■ 1 point. 

Team 



Gotham Park Rangers 



Played W 



D 



Pts 



Catholic Family 
I We Luv U Ingl'nd 
Chelsea 




22 

m 

26 



13 1 3 



20 19 9 



15 



Musician's Union 



3 S 16 15 



Red Machine 
Dead XI 



12 



16 



1" "X" 6 14 22 



41 



8 1 0 37 14 1 7 



9 


6 


Alfred The Butler 


+ 18 


+5 


+ 23 




7 


Two Face 


+ 18 


+ 5 


+23 


o 


8 


The Penguin 


+ 20 


+ 6 


+ 26 


H 
m 




Bungle 


+ 1 


+ 5 


+ 6 


18 


Baby Clanger 


•3 


♦ 5 


+ 2 


19 


Parsley The Lion 


-13 


+ 4 


•9 


5 


28 


Eddie Van Halen 


-6 


-2 


-8 


m 


29 


George Michael 


% 


-2 


-9 


3D 


30 


David Bowie 


-2 


-8 


VI 


39 


Rameses II 


-33 


-5 


•38 




40 


Sitting Bull 


-30 


-5 


-35 




41 

50 


Capt. Mainwaring 
Scooby Doo 
Denis Wise 


•33 
+ TSB 


-S 
+ 2 


-38 
+ 15 




51 


+ 12 


+1 


+ 13 




52 


Geoff Thomas 


+ 11 


+1 


+ 12 




61 


Elizabeth Taylor 


+ 1 


+ 3 


+ 4 




62 


River Pheonix 


+1 


+3 


+4 




63 


Bob Mar ley 


+ 1 


+3 


+4 




72 


Eddie Newton 


+3 


•2 


+1 




73 


Glenn Hod die 


+4 


-2 


+2 




74 


Dennis Wise 


+ 3 


-2 


+ 1 




83 


John Barnes 


-1 


-5 


•6 




84 


Jan Molby 


•3 


-4 


-7 




85 


Ray Houghton 


-2 


•5 


-7 




94 


^erard Conlon 


+ 8 


+ 2 


+ 10 




95 


twomt Tone 


+7 


+ 2 


+ 9 




96 


lorquemada 


+8 


+ 2 


+ 10 




105 


Ion Yates 


-3 


-1 


-4 




106 


Steve Heighway 


•2 


-1 


-3 




107 


■Vaham Souness 


-3 


-1 


-4 



■ \ 




*\ 


\» \ 


V \ 


% \ 


>\ 


9 


The Scarecrow 


+ 31 


+6 


+ 37 


> 10 

H 11 


Comm. Gordon 


+ 50 


+ 12 


+ 62 


Batman 


+49 


+7 


+ 56 




Mr Ben 


+ 14 


+7 


+21 




Soup Dragon 


+ 18 


+8 


+ 26 


s » 


Torchy (TBB) 


+ 19 


+ 12 


+31 


3 & 

in 33 


Peter Gabriel 


+ 15 


+1 


+ 16 


Bjork 


+ 15 


+ 2 


+ 17 


Sting 


+ 21 


+ 1 


+ 22 


42 


Icarus 


+1 


+2 


+ 3 


43 


Ned Ludd 


+ 1 


+3 


+4 


44 


W.A. Mozart 


+ 2 


+ 2 


+4 


53 


David Hirst 


+ 32 


+ 6 


+ 38 


54 


Lee Sharpe 


+ 23 


+4 


+ 27 


55 


Nigel Clough 


+ 24 


+4 


+ 28 


64 


Sid Vicious 


+ 12 


+ 5 


+ 17 


65 


Jools 


+ 18 


+6 


+ 24 


66 


Jamie Blandford 


+ 15 


+7 


+ 22 


75 


Gavin Peacock 


+ 18 


+ 5 


+ 23 


ts 


Mark Stein 


+ 13 


+3 


+ 16 


Craig Buriey 


+ 15 


+ 3 


♦ 18 


14 86 


Peter Beards) ey 


+ 8 


+ S 


+ 13 


87 


Ian Rush 


+ 11 


+7 


+ 18 


88 


Steve McManairan 


+ 12 


+7 


+ 19 


97 


Charlie Nicholas 


+22 


+ 13 


+35 


98 


JFK 


+ 22 


+7 


+ 29 


99 


The Singing Nun 


+ 16 


+ 6 


+ 22 


108 


Kevin Keegan 


+ 10 


+2 


+ 12 


109 


Kenny Dalglish 


+ 14 


+ 2 


+ 16 


110 


Roger Hunt 


+ 17 


+ 3 


+20 



HOW DID YOU DO? 

Phewee Muskrat! These are the Final Scores which 
replace any previous totals. Now turn to page 86 
for the next step... 



COMPETE 



T I O 

INTERESTING 
J FACTOID! 
As well as being the winner 

READ THIS CAREFULLY Z^^ET^ST 

By now you should a pretty good idea whether or not you stand a j occer World Champion. 

chance of winning. If you picked a member of Harry's team then you 
might as well give up now (but I'm sure you realised that long ago), 
but the rest of you could be on your way to collecting a cool £1000. Com- 
missioner Gordon, however, turned out to be a bit of a dark horse — the 
highest scoring striker, and he wasn't even a star player. 

If you've totted up your points and your total is more than 16S then 
we want to hear from you. Just fill in the details on the form below (a 
photo copy will suffice if you can't stand defacing your copy of The One) 
and send it to: Fancy League Claims, The One. 30-32 Farringdon Lane. Lon- 
don EC1R 3AU, to reach us by no later than October 28th. YOU MUST 
WRITE YOUR TEAM NAME AND YOUR TOTAL ON THE BACK OF THE 
ENVELOPE — if you don't do either of these then we ll bin your entry. 
Don't bother claiming if you scored below 165. 

The winner will be the person with the highest-scoring Fancy League 
team, or, if more than one person has the same total, the entry with the 
wittiest tie-break answef^The Editor's decision is final, and no correspon- 



I 






INTERESTING 
FACTOIDI 
Bjdrfc is ugly. 



INTERESTING FACTOID! 



I The best Fancy League side you could 
dence will ie entered ihto We can accept no responsibility for Fancy I have picked look, > like , this: Dmitri Kharjne in goal; 
League forms we didn't receive, and proof of posting is not necessarily ' Keith Richards, Ublk, Boy George and Erland Joh 

quV 

6 ,K 



League . . 

proof of receipt. And don/t ring up and ask whether you've won because | m defence; The Penguin, Scooby Doo and Denis Wise 

we'll disqualify you immediately. The winner will be^otified by post I m mid-field; with Commission- 
before 3 1 st ntovembef 1 994. 



I 



Name:. 



er Gordon, Batman and 
David Hirst attacking. 



Address: 



Postcode: 



ints S 



Telephone Number 



I 



cored: 




INTERESTING 
A FACTOIDI 
The Fancy League competi- 
tion has been entered by 
more people than any other 
competiton in The One's hi 
tory. So you probably don't 
stand a very good chance of 
winning. Sorry. 



FANCY LEAGUE TEAM NAME 



INTERESTI 
FACTOIDI 
We nicked this i 
from a national 

newspaper! INTERESTING FACTOID! — 

The worst Fancy League side you could 
have picked looks like this: Saint Peter in goal; Atti- 
la the Hun, Henry V, Alan Hanson and Mark Lawren- 
son in defence; Parsley the Lion, Scooby Doo and 



Player Name 



Player Reference No. 



_ i 




_1 




< 




CO 








o 


Defender *4L 


o 


Mid-field "W 




Mid-field *A. 


> 


Mid-field 




Forward 'I.... 






< 

U- 





A INTERESTING 

FACTOIDI 
Lots of people named their 
team after the bit of your 
body you go to toilet out of 
.^B if you're a boy. 



Eddie Van Halen in mid-field; and Peter 
Beardsley, Kevin Keegan and Kenny 
^ Dalglish attacking. 



INTERESTING FACTOID! 



The One is better at Sensible Soccer 
than the creators themselves! Simon, 
Andy and Matt scored a total of 34 
points, compared to a pathetic 28 from 
Jon, Jools and Chris. Ha! 



r 



3 



f 



INTERESTING 
FACTOID! 
The commonest answer to 

our tie-break question 
involved references to the 
now infamous 'wrods' 
incident. Someone even put: 
'The One is the best because 
it always gets its mucking 
wrods fuddled up," which 
we quite liked. 





TERESTING 
FACTOID! 
■r... that's it! 




CGB CLASSIFIEDS 




FAST AMIGA REPAIRS 



FAULTY TROUBLESOME COMPUTER 

SEND OR DELIVER TO THE EXPERTS FOR FAST RELIABLE REPAIR OF YOUR BELOVED AMIGA 500 

FOR ONLY £44.00 INC, 



DRIVE OR KEYBOARD REPLACEMENT +£10 



WE ALSO REPAIR 
A600, 1200, 1500, 
2000, 3000 + 4000 
* FREE QUOTATION ' 



COLLECTION SERVICE 
AVAILABLE 
DOOR TO DOOR 
ANYWHERE IN U.K. 
£5 EACH WAY 



EXCHANGE SERVICE 


MODULATORS 


..£19.50 


PSU 


...£19.50 


D/DRIVES 


..£25.50 


K BOARDS 


....£25.50 



• WE RESERVE THE RIGHT TO REUSE ANY MACHINE ' 

FAST COMPUTER SERVICES, TOWER BRIDGE, LONDON SE1 2HG - TEL: 071 252 3553 



CAPRI CD DISTRIBUTION 

tnrv ALL AVAILABLE *w*co» 
TITLES IN STOCK 

70 - CDTV TITLES COMPATIBLE WITH COM 
70 • C032 TTTLES VIDEO CD TITLES 



AUOS PD E'9 99 ■ ZD"D * CO 99 s ON"S £1990 
OUP ART £899 - EMERALD MINES D* 99 



CD32 SP 



MRKUL LUNAR C Cm 99 
■iFflEDCMCKENfUW 

' GATEB Cf JAMBALA C T » 
IHWMI MONTH B ■ 

CMC &MMLM DUCK £< 999 

MAUSERS SKAOLH Ct 7 90 
SHUC*nOCKCt999 

gen iresTROvciAae 



WEA"J ARENAS CI*. 9! 

PlNBAU FAh£i9 9? 
IEVAl«N CNC C17.K 
LEMMINGS £9 M 
MORPH (14.99 
OAI*QE40LSSTC>T9> 
U'CK FALDOS GO.F CM S- 
PRQIECT * FI7CHAU.C17W 
TOTAL CAPNAGE t'799 



CAPRI CD DISTRIBUTION- DEPT AF4 
9 DEAN ST. MARLOW, BUCKS. SL7 3AA 

TEL/FAX 0628-891022 

TRADE ENQUIRIES WELCOME 



HORNESOPT I'D 



EST !"-« 



!) SUNWIIJ O i *E WlN(X)fl ASK. SHFJTiri I) 1« 117 
TEL. 0M1 

ALL LATEST DEMOS. UTILS. GAMES 
AVAILABLE ASSASSINS GAMES UPTO 
196 + AND LOTS MORE 
SEND S.A.E • DISK TO ABOVE 
ADDRESS FOR A FREE CATALOGUE 
OR SEND 3 x 1 Bl CLASS STAMPS OR 
PHONE FOR FREE CATALOGUE 



OPCRAT-OH FlRFS'OflM 
A coftlMcnciAL Quality game like o«im 
DERETONCA4 LI«C FIW£SORC( ON AMOA 
LOTS Of POWtR >>P% WE*PO« (rc EA5*L«- 
WOUH I !U 00 - BU< US ONlV AVAILABLE fro** 

MORMESOFT PO »OR JUST OJ) INC POSTAGE 

CmEOUES PO PAYABLE TO HORXE PO 



ALSOFl LICENCEWARE AVAILABLE 
AND 

LOTS. LOTS. MORE 
THE ONLY PDJJBRARY YOU WILL 
>PRQBEBLEY!! 



FAST FRIENDLY SERVICE 24 MR DESPATCH 



... STILL THE BEST 



COMPUTER- A-RACE+ £19.99 

THE FINAL EDITION 

COMPUTE-A-RACE- Otters 
unrivalled accuracy and unbeatable value 
(Amiga only) 

WHAT DOES IT DO? 

COMPUTE-A-RACE. is a Horse Racing 
PredcUon Program (hat can forecast races, 
select bets, calculate return and much more 

IS IT COMPLICATED TO USE? 

No. Features an ease o' use Within days 
mputing a race will be second nature 



WHEN SHOULD I ORDER? 

Now. . Betting (or profits IS belting 



lor tun. 



Cheques P.O. payable to 
HANDISOFT (Mail Order ONLY) 
Handisoft. 37 Hearsall Lane. 
Spon End, Coventry. CV5 6HF 



SCRIBBLE RD. 

Disks £1 .00 each unless stated 
75p tor 20 or more P.P - 75p per order 

cheques & PO's io 
SCRIBBLE PD Sorry no aedlt/charge cards 



LATEST GAroEXD 

I ITS) Omr*OV 

LQSl 

USD DwiBV" 

j-j- BM 1 1| I ■ 

\om RanRwO 

U3B M'Vir 'i /■ 

LOP vVK»-«»v 
UD6 COLBto 

RUonm Now In 

7 HILLSIDE COTTAGES 
BURSTALL. SUFFOLK 
IPS 30V 

TELEPHONE NO: 0473 652588 




F-1 
ISO 
'■BAG 
SCOPE 
ASSASMS 



MP 



50 £10.99 
100 -£20.00 
250 - £45.00 
500 - £85.00 
1000 -£150.00 




Dl-T f HO09SC u 
Crottk*rt Shoppin* Mall, Sf Neots, 
Cambr;dq«jhlr e PII9 2AU 
TELEPHONE ORDER UNIl 0*01379590 
FA* 0901 577143 



200 TOP AMIGA GAMES 
FOR ONLY £19.99 POSTPAID 



50 -£16.00 
100 £30.00 
250 - £70.00 
500 £170.00 
1000 -£255.00 



50 - £22.00 
100 -£40.00 
250 - £90.00 
500 -.£170.00 
1000 -£320.00 



It* 




All Our Disks Include FREE Labels 
We Will Not Be Beaten On Prices 



P/eaie make cheques and P.O. payable to ; 
DIRECT SOFTWARE CU09SC UNIT 3, CROSSKEYS SHOPPING MAIL, ST 
NEOTS, CAMBRIDGESHIRE PEI9 2AU 

UK MAINLAND - DELIVERY FREE 

OTHER AREAS PRICES ON APPUCA TION 
Ajl PwcWi ont Mnf out by '•coraW OaAvtry. AH Horn 5ub)ocf to cnatfle wifhou* no* re E&Ot 
□no* hi checjua cwataoc* So<n* Genet no/ no* m relmuad or ttm* hi going to pt H 



PleaBeOebllmyAcceBftViBaKo: | — i — i — i — i — l — i — I — I — I — I — I — I — I — I — r 



fleose supply me with the following tot 

computr...—— 

Title Pnco 


















Post & Packing 




Total 





Date 

Name: 

Address 



• « ..................... 4 ********* ************ HH« 



.Postcode 



Tel No: 



■ - • ■ -J. ■ ' 



THE ONE AND ONL1 

AMIGA GAMES 

HINTS, TIPS 
& CHEATS book 

£9.95 

. C2.00 P*P 
FROM: 

KUMA BOOKS LTD 
12 HORSESHOE PAR 
PANGBOURNE, BERKS 
RG8 7JW 
TEL: 0734 844335 



WANT TO CHEAT!! 
Tips And Cheats 
Booklet 

Consisting of Tips. Cheuts and 
Level Codes for over 2(H) of the 
most popular 
Amiga Games 

Please send cheque/p.o. for 
£2.95, 

made payable to S. FFORDE 
Featherstones. Penhallow House 
33 Carbery Avenue 
Southboume. Bournemouth 
Dorset. BH6 3LN 



P D Z O 



Broughton's the name, PD's the game. Yes 
sireee! When the chips are down, too many 
cooks save nine. Oo-er, well blow me down 
if it isn't an intro to that old chum of ours 
PD Zone, cleverly disguised as what can 
only be referred to as a load of old 



Somnambulists were posing a serious headache 
for security stafl at the jam factory. . 



ZOMBIE APOCALYPSE 2 



A 




Zombie Apocalypse... bloody hell! In fact. 



40| 



Disk GC 

nybody fortunate enough 
to have seen the original 
Zombie Massacre will no 
doubt be more than happy to 
receive a second install- 
ment, as it was, quite 
simply, one of the 
most mindlessly vio- 

Ilently and genuinely 
enjoyable chunks of 
PD we've seen In a 
fair old while. 
If you don't know 
the game I'm talking 
>out. it was an Opera- 
on Wolf clone, with a 
ouse controlled cross 
tir. and a screen filled 
rth dismembered bodies 
laming around, groan- 
g, moaning, and just 
>gging to be gunned 
iwn in a spray of blood, 
r fed a grenade, with 
uch the same effect, 
ith more blood. 



So what should you expect from 
the sequel? Well, more blood for 
starters, not forgetting more types 
of zombie, more backgrounds, more 
squelchy noises accompanying every 
dispatched member of the undead, 
plus a new, improved, nifty gun, 
grenades, AND a sexy missile launch- 
er. Hurrah! 

The zombies are animated in a 
much more 'realistic' way, with tor- 
sos dragging themselves across the 
screen, classic 'arms-in-front' zom- 
bies running from side to side, and 
naked men plodding back and forth, 
and all this white knife wielding 
madmen appear at the base of the 
screen and try their best to stripe 
you. Great fun for all the family! 

You have one life, shown by an 
ever- decreasing energy bar. and will 
take damage every time a walking 
zombie gets to the other side of the 
screen, or a static zombie manages 
to get his knife 'in you'. You have a 
limited bullet supply, which can be 




GIDDY 2 

Cynistic, Disk G0225 



r- r>« ; 



4 

r- r- r- r— 



r r- 
— • — r 



Way back in August 1993, 
we were fortunate 
enough to bring you a 
superb little bit of PD on our 
coverdisk by the name of Wibbte 
World Giddy. This was a simple little 
Ouzy -esque pi, it form adventure 
game, using the age-old system 
whereby collecting a particular 
object gets you past a certain obsta- 
cle. The game proved immensely 
popular with our readers (that's you. 
that is) to the point where 'Games 
Surgery' received an enormous num- 
ber of solutions. Well, pin back your 
trouser cuffs, 'cause here comes the 
sequel — Giddy 2. 

Apparently, (and no, I'm not just 
filling space — really) Giddy returned 
home from his last adventure, only 
to see a newsflash on the TV saying 
that a huge spaceship had appeared 
and was releasing 'Wibble Waves' 
that were affecting all ordinary 
household items, making them go a 
bit weird and stuff. Fortunately, 
these Wibble Waves didn't affect 
large egg-shaped heroes with 
big hands. Phew! That's 
lucky — at least Giddy can 
do something to help 
So what's new pussy 

... by sprinkling salt from 
this cellar on his body and 
watching him sizzle. Hal 



Giddy 2... this nice emerald green 
slug can be killed 

cat? Well, Giddy himself remains 
true to his original form, with ludi- 
crously huge hands and and egg-like 
appearance. He still jumps in his spe- 
cial somersaulty way, and has a 
number of pockets which come in 
handy for collecting those strange 
items found along the way. 

For most of the game you spend 
your time making your way across 
some simple levels, avoiding the 
strange animals (including radioac- 
tive sheep!) that inhabit them, with 
hidden passageways leading to cav- 
erns and new levels. Coins lie dotted 
around the screen, and can be col- 
lected to aid you in your quest. The 
standard silly puzzles are there, with 
such gems as 'dropping radioactive 
sheep poo on the floor to grow an 
enormous bean stalk', or perhaps 
'using the remote controlled Nessy 
caller to get across the lake'. I think 
you get the idea. 

So It's much the same as before, 
with lots of silly places to visit, and 
lots of silly things to collect. There's 
no real improvement over the origi- 
nal game, but if you enjoyed Wibble 
World Giddy, you'll like Giddy 2\ 
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It was Von Richthofan's second attemp 
at snogging the Stock Exchange. 

Having only just returned from 
a nostalgic trip via last 
month's 'PD Zone", I've been 
once again directed towards memory 
lane by a new game that's just flown 
in from Express PD. Though I normal- 
ly spout on about old arcade 
machines or copies from my faithful 
Spectrum, this game, Demolition Mis- 
sion, has actually reminded me of 
another old crumbly machine by the 
name of a VIC 20. 

For anybody scratching their head 
and Wondering what exactly a VIC 20 
was, it was a large hunk of plastic, 
with the sort of memory that most 
modern day Casio calculators would 
snigger at. and it played the sort of 
games that would score about 40 per- 
cent in any self-respecting Game Boy 
review mag. 

Of course, as we all know, games 
don't need twinkling graphics and 
stunning sound to be good, and 
Demolition Mission is, in my not-so- 
humble opinion, such an e* ample. 

I actually remember this game as 
being called Skyscraper first time 
round, and DM' s gameplay has 
remained the same, with you piloting 
a biplane that flies from left to right 
across the top of the screen. Of 
course when I say 'piloting' it has to 
be said that all you actually do It 
press tire to release a bomb every 
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■ 



boosted by occasional supplies 
which fall from the sky. You can 
also collect grenades which work as 
screen-clearing smart bombs, plus 
missiles that work as, well... mis- 
siles really. 

The game provides no real chal- 
lenge for anyone with half a cat's 
reaction, but that doesn't stop it 
from being intense fun — especial- 
ly as the programmers seem to 
have spent most of their time 
ensuring that the sound effects are 
spot-on, not to mention the way 
that the zombies leave behind a fair 
proportion of the body after being 
killed. Nice! 

You're more likely to die due to 
lack of bullets than the zombies' 
attack, but to be honest, who gives 
a poo when games are this much 
fun? (You are all sick — Harry.). 
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BLACK DAWN 

SPECIAL EDITION '9< 

Pathfinder PD, Disk PG25< 

lack Dawn is a brave game. 
Most of the PD around can 
generally be bunged under 
the headings 'new game built from 
an old idea', or just 'simple copy', 
but what we have here is a rarity — 
a PD RP6. At this point it's very 
tempting to just waste word count 
making jokes about PD RPG CPU 
NPCs, or perhaps APs and HPs that 
effect P1... but, of course, I won't. 

Black Dawn is a first-person-per- 
spective dungeon adventure, with a 
style heavily borrowed from Dun- 
geon Master, and the now familiar 
six-way direction arrows and a win- 
dows-based inventory system. You 
wander around the dungeons, 
opening doors, collecting items and 
money, and, of course, being 
attacked by all manner of nasty 
monster-types. 

You start your quest armed only 
with a little knife and an AJ30 rifle, 
but very soon find trading machines 
(the game varies between medieval 
and techno, apparently) where larg- 
er weapons can be purchased, 
along with first aid kits, bigger 
knives and armour. Damage is indi- 
cated by a large vertical bar which, 
unfortunately, goes down a lot 
quicker than it goes up. Additional 
money is left in convenient places 
around the levels — if you consider 
'up a monster's 
bottom' to be a 
convenient place, 
that is. 

After a couple 
of plays. Black 
Dawn appears to 
be too hard to 
enjoy. For the first 
few minutes, you 
just get a chance 
to wander about, 
collecting free 
money and buying | 
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yourself some better equipment. But 
then you bump into your first mon- 
ster, who beats you quite crapless. 
The main problem here, is that you 
need to put about thirty bullets into 
each monster, while they only need 
to hit you about five times. This leads 
to lots of 'backing down corridors' 
and other spineless 'running away' 
tactics, just to create enough time to 
do a bit of damage. 

Problem number two is that your 
gun only has about 30 shots, so 
should you be fortunate enough to 
kill something, you then have to tip- 
toe about trying to find the bloody 
gun machine before something tries 
to get 'up you*. On subsequent 
games, you learn to carry about 
seven guns around at all times, but 
that's not really the way to go about 
things, is it? 

So, when all's said and done. 
Black Dawn is an interesting diver- 
sion from the general PD releases, 
but perhaps a few difficulty tweaks 
here and there would have improved 
matters further. 




73% 



0% 





Inttuigingly. Morrlli hdd fixad 
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ADDRESSES FOR YOU 

■ Cynostic, Office 01, Nsw Enter- 
prise Centre, Little Heath Id. Est., 

Old Church Road, 
' Coventry, CVC 7NB. 
Tel: (0203) C81687 

■ Empress PD, Magazine Business 

Centre, 1 1 Newark Street, 
Leicester LEI SSS 
Tel: <05i3) S59711 
- 17 Sit Software, 1st Floor 
Offices. 3/8 Market Street, Wake- 
field, West Yorkshire WF1 1DN 
Tel: (0924) 366982 
• Pathfinder PD, 41 Marlon 
Street, Bingley, West Yorkshire / 
BD16 4NQ. ( 



Fl LICE NCEW ARE • Prices from CI 99 lo C 6 99 




PD Drome, Depl THO, 
32 Meadow Terrace, 
Herrlnglon Burn, 
Houghlon-le-Spring. 
Tyne & Wear DH4 7AF 
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COMPUTER AND 
VIDEO GAMES 

WE ARE BRILLIANT 
ON ALL THINGS 
AMIGA 

TEL: 081 893 2100 10 -6 PM 
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IF YOU WANT TO 
REACH OVER 
142,000 AMIGA 
ENTHUSIASTS 
CALL MARIE 
LAWLOR NOW 

ON : 
071 713 5289 



MAVERICK 

MAIL ORDER INTO THE 21 ST CENTURY 
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ALL MANGA VIDEOS AND MERCHANDISE IN STOCK 

MANGA t KLSEKI • CRUSADER •ANIME 
PROJECTS t WESTERN CONNECTION 

TELEPHONE OR WRITE TO US FOR A FREE CATALOGUE 
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PO BOX 7. ROSS ON WYE, HEREFORDSHIRE. HR9 7YX 
TEL:0989 767655 FAX: 0989 768563 
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MAY 1993 

ON THE DISKS) Playable demos of iost 
Vikings, Legend 3. The Antient Art of War In 
The Shirs. Sink or Swim and Super Cauldron 
plus .1 complete PD Game: Balder * Groove 
WIPPED! Syndicate, Overdrive, MT7a Stearin 
fighter. Soccer Kid end many more! 
REVIEWED! 81? Flying Fortress. Beavers, Sink 
or Swim, Championship Manager '93, Nippon 
Safes and many more! 
'IPPED! Players' guide to Body Blows and 
Nl<k Faldo't Golf, more on KGB and BHVt 
Tomato Game plus the start of a massive 
Cheat Engine guide/ 
PIUS! Alien Breed 3 development diary 
starts! And — Exposed! How the mass media 
(overs computer games! 

JUNE 1993 

ON THE DISKS' Blatter! A specially written 
*uil game for The One, plus a playable demo 
of Nippon Sates and two complete PD 
games: Alien Bash and Tractor Beam. 
nflPPED! Bubba 'n' Sri*. Realms of Darkness, 
innocent Until Caught, Maelstrom and many 
morel 

•EVIEWED! Goeif. Super Cauldron. Ancient 
Art of War in the Skies. Legend 3. The Lost 
Vikings and many more! 
TIPPED! Players' guide to Lionheart and 
ChucJr Hock 3 plus the completion of the 
tolutions to KGB and Chaos Eng/nef 
PLUS! Plus we tell you how to get into the 
software industry! 

JULY 1993 

ON THE OISKS! Playable demos of Cannon 
'odder, Global Gladiators and F 1 Challenge 
olus a complete PO game. Baldyl 
NIPPED! Jurassic Park, The Settlers. Stardust. 
Simon The Sorxeror, HeroQuest 3 and 
nany more! 

REVIEWED! finer 3, War In The Gulf. Dune 2, 
Sunship 30O0, Syndicate end many more! 
'IPPED! Complete players' guide to Arabian 
lights. Beavers and B17 plus the start of an 
Ibendoned Places 3 solution! 
»IUS! Thalion Interviewed! 

SEPTEMBER 1993 

ON THE DISKS! Playable demos of Overdrive, 
lubba 'n' SUm, F11?a Stealth Fighter. Deep 
Core and Suburban Commandol 
WIPPED! Last Act/on Nero, Micro Machines, 
Hired Chicken. Theatre of Death. Seek I 

-in nv Oscar and many morel 
•EVIEWED! Soccer Kid. Hired Gunt. Diggers 
'remier Manager 3. Vol Jo I, Blob. The 
'atrlcian and many more! 
IPPED! Complete players' guide to 
Syndicate end War in the Gulf, a complete 
}uide to Transarctica and the start of the 
shar 2 solution, the ongoing Abandoned 
laces 2 and World of Legends sagas 
»us CD 32: More Into) 

OCTOBER 1993 

3N THE DISKS! Playable demos of Space 
•wla, Alfred Chicken, and Burning Rubber! 
WIPPED! Mortal Kombat. Eltmania. 
iiolutlon. Wonder Dog, F1 and many more! 
■EVIEWEDI Space Hulk. Jurassic Park. 
>rerkill. Micro Machines, Alfred Chicken, 
Vaster, Disposable Hero. Burning Rubber 
•id many more! 

"■PPEDI Complete players' guide to Diggers, 
Bees fiord, Wibble World Giddy. The 
*»trlcian. Goall. end more of* the I shar 2 and 
eorld of Legend solutions! 



As a person of discerning taste, you are no doubt a regular 
reader of The One, the publication we like to think is 
Britain's biggest and best Amiga games magazine, but that's 
because we write it. However, there may be embarrassing 
gaps in your collection, which is always, erm, really embar- 
rassing. Maybe you didn't start reading The One until recent- 
ly, perhaps you have just learned to read, or maybe your 
newsagent simply ran out off stock — in which case, why 
didn't you place an order? 

Whatever the reason, here's your chance to fill those gap- 
ing voids in your compendium of excellence. On this page 
you'll find listed all available issues of The One, stretching 
back to the dawn of time (well last year, anyway), complete 
with a summary off their contents. But remember: every issue 
has actually got loads more stuff in it than we've listed here. 

To order, just fill in the coupon below, write out a cheque 
or Postal Order for the required amount and send it to: The 
One Back Issues Dept., Tower Publishing, Sovereign Place, 
Lathkill St., Market Harborough LE16 9EF. And that's it! 
Remember: it's easier if you buy the issues in the first place. 



NOVEMBER 1993 

ON THE DISKS! 3 disks again, feeturing a 
playable demo of Uridium 2, Hero Quest 2, 
and Seek and Destroy, elang with two com- 
plete PD Games! 

WIPPED! Boefy Wows Galactic. Kings Quest 
VI, Bally, Rise of the Robots, Seventh Sword 
Of Mendor end many more! 
REVIEWED! Hiatal Sports Football, Cardiaax. 
Donk. Frontier: Elite 2, Qwak and many, 
many more! 

TIPPED! Hired Guns (Part 1 ) Alfred Chicken 
(Part 1) guide to Space Hulk (Part 1) liher 2 
(Part 3) and many more! 

PLUS! The Programmers talk to us! DMA Talk 
to us. Find out how we make The One. 

DECEMBER 1 993 — SOLD OUTT 

JANUARY 1994 

ON THE DISKS! Galactic: The Xmas Remix — a 
complete game from Stavros Fasoulas — plus 
a demo of 2boi 2 and a complete AUOO-only 
PD game! 

WIPPED! Universe. Cool Spot. Dennis e 
Gnasher and Heimdall 2 Part 21 



REVIEWED! Mortal Kombat, Zool 2. 72, 
Microcosm. Bubba 'n' Stix and loads more. 
TIPPED! Players' guides to Body Blows 
Galactic. Combat Air Patrol, Jurassic Park 
and bundles more! 

PLUS! The Programmers of Liberation speak! 
Massive preview of the games scheduled for 
release in 1994. 

FEBRUARY 1994 — SOLD OUT! 

MARCH 1994 

ON THE DISKS! Playable demos of 
Benefactor, Ork Attack, Pollymorph and 
Championship Manager Italia plus a 
complete PD Game Premier Plcs\ 
WIPPED! Bump 'n' Burn. Armour-Geddon 2 
Hugo Troll and Guardianl 
REVIEWED! Puggty. Champ. Manager Italia. 
Super Methane Brothers, Sew* ft Destroy, 
Batman Returns, The Ryder Cup and tons 
and Ions more! 

TIPPED! Star Trek (part 2), The Labyrinth of 
Time and Simon the Sorrerorl 
PLUS! Soccer spectacular: Our extensive 
round-up of soccer games for the Amiga. 



THE ONE BACK ISSUES OFFER! 

Please send me the following back issue(s) of The One. 

- » Quantity..... 

I enclose a cheque/postal order made payable to Emap Images Ltd for £. 
(Rates per magazine: UK — £4.95; Europe — f 5.95; Overseas — £7.95). 

Name » 

Address , , ,...,„ 



I 
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Postcode 

Please allow 28 days for orders to be fulfiled upon receipt of request. All orders are subject to 
availability — all titles shown are available el the time of the issue going lo press, (except those 
marked es sold out — obviously!) 



APRIL 1994 

ON THE DISKS! Playable demea of MeMndaM 3 
Bump 'n' Burn plus two complete P» games 
Parattack and CooJriel 
WIPPED! Banshee. Flight a4 the Amamam 
Queen. Kult of Speed end Ckm . 
The Manager t 
REVIEWED! Darkmere, 
United Premier League Chamauom . 
MotionlStatl*. HelmdaH 2, 
Squeak. Legacy of SorasU i 
TIPPED! The Settlers. SI 
many morel 

PLUS! We talk to a Software Pirate! 



MAY 1994 

ON THE DISKS! 3 disks yet . 
demos of Puggsy, Clockwil 
Banshee (A1200 only), pees tee* t« 
games. OUCH and 5 nudge! 
WIPPED! impossible Mission 3B3S, Hardoore, 
Mr Magoo etc. etc 

REVIEWED! K 340. Apocalypaa. Total Carnage 

Armour-Geddon 3, Arcade Peml, Stable 

Master 3 and... oooh loads asorol 

TIPPED! Innocent Until Caught. Caaepaaan 3 

and much, much more! 

PLUS! The Sensible Soccer Fancy Football 

League and we preview B-eeb 2's new pre 

gramme with games in il. The Net. 

JUNE 1994 

ON THE DISKS! Playable dame* of Armour- 
Geddon II, Gulp. Touch 'N' Go Ptm team fan- 
tastic complete PD games. Kong Pel CharUet 

and Digger! 

WIPPED! Dragonsfon*. Kick-off J, Rut* W 
Tumble. Super Stardust and many motet 
REVIEWED! Eltmania, Veth»ila. Ban starter. 
Sierra Soccer. Traps W fro ei woe. Bjttm p Te" 
Bum and many morel 

TIPPED! Players' guide to Darkmere, mam m 
complete solution to Beneath a Steel Sky. 
and part 3 of our Goblins 3 soamtsem. 
PLUS! The Sensible Soccer Fancy Football 
League and the exhaustive guide ICTf- 

JULY 1994 

ON THE DISKS! Playable damaa ef Sensible 
Soccer International EdHlon. f aspire Sec car. 
Qulk and Out To lunch! 

WIPPED! FIFA Soccer, Kid Vicious. Top Gear 3. 
Wild Cup, Psycho Pinball and many me eel 
REVIEWED! Out Fo Lunch, Banshee. Crash 
Dummies. Impossible Mission 3B2S. ©*,<* and 
literally 'some' mora! 

TIPPED! K340, Armour -Cadefe* 3. Ma m hi H er 
United PLC, Perihelion end bag* assent 
PLUS! The Sensible Soccer Fancy F eeds eel 
League and our fantastic potted hieosry 

the Amiga, with picturas. 
thing. Honest. 



AUGUST 1994 
ON THE DISKS! Fabby play- 
Chaos Wild Cup, Vital U 
klingly good Drelbsl 

WIPPED! Simon The Sorcerer 3, Nova Storm, 
Dawn Patrol end many m are! 
REVIEWED! Kid Chaos, Ruff V rssseeea. Pvtly 
Sguad, Burnt ime, Wild Cup. Vital Light asm 
figuratively 'bags' more! 
TIPPED! James Pond 3. Benefactor, the can- 
eluding part of our complete solution to 
Gob/ins 3 and tons more! 
PLUS! The Fancy Football League' Liarsl — 
we name the duff games the eaftiee triad ta 
sell by telling whoppers! Pitas eVaet 
Programming Tricks of aur Tinsel As west! 




Software 
Expressions 

m Intrnrfiirinn cnme nf thp hest nublir rinmain & shareware 



Introducing some of the best public domain & shareware 
disks available tor the Amiga today. Go on. ..express yourself! 



disks or* compatible for 
A500/ASOO+ /A600/A1 lOO, except (N) 
which Indicates not compatible far 1 200 

UTILITIES 

U001 A^ent (1 img) _ Trace your ancestors 

U016 Bwrhythms (I mag) ChMyourUngs 

U052 BusiwsCanl Maker Simpte Did useful 

U092 .. . Cartoon Brushes - - - IMS of famous characters 

U096 
U123. 
U128 
U130- 
U134 
U136 
UUO. 
UU2. 
U152.. 
U153 

uw. 
uw.. 
uw. 
urn 

U175 
U17|_ 
U179. 



Database Masie< 

.JQleMr 

_VttOp*t_- 
_>>![>-<;'"' 

.AmCash _.. — 

AmibUSe Prof 

..Teidfrirjiie „ 

.Super fonts 

PC Task 

Nr+ttll. _ 

CCD - 

Mutt Pent Tutor 

World DltiN* 
..A-ffrjpfl 

Tea plus VERSION 4 



Comprehensive AMOS OltaDiW 

How thick are you? 

Roger Mony in 0 Pant 

.-Various laW winters 

... Best acuurtts patioge around 

Excellent database 

Excellent word processor 



_. lots of Super fonts 

Emulates IBM • PC programs 

, , , As ri sounds 

_ fiegeintrs word processor 

Enhance your knowledge ol this 

, Creates maps ot the world 

„.___ » Creates bar graphs 

.Excellent word processor 

(2 Discs) Aralihc AlC & Dues) Best spreaosneei available 

Calorie BaSe Work out your own calorie Intake 

U180 GCSEMatns Syllabus taught do* 

U1I5 Astronomy Calculates positions ol planets 

11190 Shadow demo miker Create your own demo 

0194 Tots concepts - ..turn about dinosaurs 

U2IM RaeeRator(N) for how racing ^formation 

11206 ... -ABC Adventure Creator (N) Create your own adventure games 

U210 PooB Pools Version 2 Work out your tunings 

11211 . Taring Log . - — - Keeping ftt 

U212- Baca Talk _ ....ttmtoCmrWbKk&mintti 

U217 . MatrjakWck — ..„GotTscore recorder 

U230 oWilittii ,„-. — LaDetPrnar 

U231 . .Audio Animation Studio — . £nale Cartoons 

U232... Cheque Book AxotM too tabs on your expenditure 

U233 Engineers Krl Check your Amiga System 

UQ6 Word Power Solve crassvrords & anagrams 

1)237 ...Slock Analyst m Anifc» the share market 

U238 rorlFarm — Variations of fonts av**aWe 

U239 Dunks DTP - Desktop PubMwig tor Kids 

U240 Lime Office Word Proccessor. Database A Spreadsheet 

U241 Wnemaker _ - Database lor wine enthusiasts 

U24Z .Budgets 1.34 _ ■ _ Accoaibs Manager 

U243 ... D-SoW ..Croie«eord<ornplete with two crosswords 

U244 , Colour The Alphabet Educational spelling game 

U244 .. ..Loctpic V2.0 M Uncover copy tacHlbes 

U24S Rett Kick VM Latest D Grader for A1 200 

U25) ProcaO Electroid Gfcut design drawing program 

U252 DMflenfls Winner TT .Wcrt out wnning linn 

U2S3 Assassins Graphic utrvties compeation Enhance your Amiga 



DEMOS 



Doa 

D075 

0146 

0166 

DI77 

D27I. 

D278 

UN 

D282 
D2S7 
D312 
D3I3 



M033 

MOW 

M102 

M104 

Ml 50 

M15V 

U244. 

U249 

U062 



GO05 

GOIO 

G011 

G0I4 

G019 

G021 

G023 

G0J3 

G04» 

8047. 

GOU 

GQ65 

eon 

BOH 



Enterprise leaving do*™. 

Girls ot sport 

The Run (1 meg) 

Star Treft Animaiions 

Star Trek Anlmatjais _.._„_ 
Odyssey |5 daks) (N) — 

Desert Storm — 

Jesus on *E'S' (2 (Asks) (N) 

How to skin a cat 

Calendar 6ms.. 

RaveVWn 

Techno Warrior 



„_,. famous annwon 

..„..-. -Pretty shots ol talented girls 
T Renters car-chase animation Good 

AtrmstfUSS Enterprise 

Agatw no U More tw above Good 
Excellent space aoventurt animation 

IrtrjrrnabononGul'War 

_ Eselent rave music 

Amt&ngdemo 

.Skoesnow 

Rave most i Giprxs 

Aeore ot It* same 



MUSIC 

on 



Hugo's Eccentra (N) Nine nous* mi«s 

Random Access (N)._ four songs rWucSng Art Ot Noise 

No Limits (2 Disks) OuaHty mow cornpeabon 

Cyoemex . fraUent music compHatiw 

Doop , Daisc by the Beat Master 

Motrv-8 — - More catchy tunes 

Sound Tracker Samples (4 Dt&ls) lOtfs ol sounds lor sampling 

Sound Elects Different samples tor muse making 

House Sampm ~.DrurnsASynrnes<sers etc 



All New Star Trek 
8'eakojt 



merprise class* Besl one 
Classc bat & ball gam* 
Horaontal shoot' em-up H-gftgualitj 
Adventure Soueions (2 disks) Loads of runts of commercial games 
DuigeDi C*"* >2 fli5ks r - DWatldWlJW Quest 

DemtHibon Uesion (I meg) — Smear to Balloonacy. good fun 

Electronic Trw Set (l meg] ... Construct own train set 

Learn and Play I Good lor the kids Blackboard matns etc 

LevnftPlfyZ - - More fun lor thtQds 

Lettn«(N) Tet«garneirNO»nf»jletlin 

Mayhem - Brilliant snoot- em-up 

PixieKir#cffl{2(lsiis| Tncky adventure game Good 

Return to Earth |t meg) . , — ...Space adventure 



Wrartned One 
G102 Simulation i(i f*g) 

G109 VVhcel of Fortune 

Napoleonic Warlafi..-.. 

CardSnop 

Raphaels Revenge 

Growth 

Mettlon X....- 

Quaom 

Sto^and 2 iNi 



G124 
G143.. 
GH9 
G1S3 
GIS5 
G157 . 
G162 
G165 

Gira 

GI7I . 

G175 

GU6 

GI80. 

G197 

G?04 

G20' 

an 

G209 
G2I4 
G2IS 
G21? 
G21B 



dW.W-i i-.r*ieCorr.'..: 
flwoTTerJeC tiOi^>3 'iduc.-Tfi Metn 

m iVOuc. computerjed 

_ _._.H*>^ua*ty simulation 

_ Wtf presented card games 

OHtcurt platform adventure 

Destroy an eipanding brain 

_„_._ ttflMy ihoot-'im-up 

_ Difficult puae game 

Create a chiklrens adventure 

Super Skoda Challenge Car racing game 

Amos Criket — Owat' 

Top SKfit Ou*¥ pWorm game 

Who Wall KWWiMs*Gtl)ty^ 

WMe Xraght _feW E»ceiieni shoot em up game 

Tank Attack -World War 2 Simulation 

Alt flounder (N) Cncket smwtioo game 

Super League Manager Manage voui own Soccer team 

Fiagcatcher ....find the flags veryaddiebve 

Grand Pni Simutalor rXedBBt 

6ames GaWnj Ten (K) 14 lament games 

Parachufe Joust Try & catch a parachute 

Baniements. — HurvflbaO game 

Act of War - — .OHI strategy game 

RojWB _ — — CHMCMfe 



G2I9 

6220 

G221 

G222 . 

G223 

G224 . 

6225.. 

G226 

622? 

G230 

G231 

G240 

G241 

G243 

G244 

6245 

6247 

624S 

G749 

G250 

6252 

G?55 

G2» 

G257 

3299 

G3O0 

G301 

6302 

6303 

G306 

6307 

63M 

6310 

6312 

6316 

G319. 

G324 

6325 

6326. 

G327 

G326 

BS30 

6331 

6332 

5334 

G335 

G33* 



U235 
D285 

Da 

0?H 
D289 
D290 
D291 
D294 
D3O0 
D301 

D3I0 
6321 
6322 
G323 




Space Rescue .._ Guide Soaewntp "IW 1 Terrain 

Sub Attach (N| ABo landrnme t bomber 

Hevervjiotihermrtant camel. Shoobng game 

Neighbour adventure _ ..._.(2 discs) Bring Paul RoWraon to court 

Wizard Wart,, Griceta Adventure 

Strabgic Games - ~ 3 excellent games 

Accams family Oult ....Quu on cull TV programme 

Dual — -2 player shooting game 

Assassins 24 (N) .. -4 games including 30 Maze 

Assasws 27 (N) - Add-ctw card games 

Assassm28(N| Tr#* mcode C Mmo. Irivaders 2 1 Mafl Borrter 2 

Assassins 37 ■ Ghost Snip Ctaktns etc 

Assassins 38 m 1 on 1 taldy 1 transptanl 

.TeWfl — , — imm Tetradone 



Legend Of Lothian 
Iron Dads (2 disks) 

Quiz Master 

Assassins 40 (K).. 
Assassins 41 |H) .... 

Atlanta - 

Bombiackv 

Amos Games 

SWnCaH . 

Reiayer 



..... Version 1 02 Adventure 

Graphic adventure 

Qu>z when includes Editor 

- ...10f^6imes 

indudes 3 Games 



* Eceient Adventure Games 

Rescue the dymg planet 

_ 5 Games ^eluding Glassback 

„ .Management game of US lootpall Type Sport 

Shareware game Brand New 1 

Top Of The League ikddtoMforjlWmanigarw 

Blob Shoot em up 

Sector 1 Eicetlentgame 

McroManat __Sio*istlHngeBam 



SmM 

The FunhouM- - 

l8tnMo*e<2 dis*s>._ 

Gush ,_, — — 

Zaifcon (2 d«ki) 

Rasta B*e ..... 

Blood Runner. Monaco 
M«a Race AndWawy RaDM 



Amos ■AM basataii type game 
} games mciuiJng Enigma 
. ... Eiceiten porting game 

Very sun** to pipeline 

Space shoot em up 

Backgammon & Dungeon flipper 

Patience card game 

CcmpUAon 



Psycho Santa Wagge rour ,oystick win Hi testrrf disk 

Mster Men Olympics (2 disks) iixm game to* disks as reviewed 

■n Amiga Computing 

WibDle World Giddy Reafy good platform game 

.TetrH Pro - Terns game wen eiceptiorai vanantt 

..CalculusCombat V Good nvssiie command type game 

Friday 13th ... Pretty Gruesome Platform Game 

Jigsaw (2 disks) Puzzle Game 

MMa Space - Cutesy imte space demo game 

..Cnzy Sue 2 — Popu* platform game 

Wotesrame (kt) „, ClWdren's spelling quiz 

.r^ortrw — ' Eaceljntdmgame 



A 1200 

SMepess Nigfits 

JiflBM , 

NoponfofsM — 

flevelll'ons 
Swe Of AH 



Ra^irgMadMe 

Lethal Eal- — , 

AGA Sw.m'.i.fSl5 0iSti!:'F 25* 

TecJtnoirack II — . 

Mm — 

Utopia i— — — ■ 

Nigel MansiH 

AGA Klondike (3 disks). . 

6iger TeMs ™— 

U Chess. _ 



ONLY 

CoTpilationofAf200utwws 

29 meg of graphics on one drsh 

Stinnctg French demo 

...Photorealistic slideshow 

Famous quality demo 

High oeuW muse vvaeo 

._..Stunnng demo 

colour pictures use with DPiint etc 

More rave muse 

Ettehent Vector turn demo 

T JH200sWeshow 

AGA side snow 

Excellent patience card game 

rum clone 

Bnsant chess game 



10 for £5.50 
or 60p each 




75p each 



UK orders : 75p 
Europe : £1.50 
World : £3.00 



PD....£1.25 per disk 
£1.00 each lor 15 to 24 
90p each for 25 or more 



Send cheque/postal order made payable to : 

SOFTWARE EXPRESSIONS, 

Unit 4, 117 Kennington Avenue, Bishopston, 
Bristol BS7 9EX umuum 
9am-5pm Mon to Fri mS^m 




Issue 6 - These Ikenceware 
disks inducted: tutorials, 
reviews & programming 
language Hps £3.00. All back 
issues available for £2.50 



DOWNGRADE YOUR 
A 1 200 AND/OR A600 
TO WORKBENCH 1.4 
YOU CAN NOW RUN 
All OUR SOFTWARE 



NEW I CD 32 EXPANSION MODULE 

■ WW m & CD-ROM DRIVE FOR A600/1200 

FROM SILICA - THE UK's No1 AMIGA SPECIALISTS 





Wtmn tou buy your ArtiBji com- 
pulsi from Mica, at on MM 
0"CM. wb ** dm you on* 01 mom 
grlti The fl tTi nciuflB ma oe* 
Ctwn part enhancud AG* vanlon lor 
A1W0 ana A4000 GFA Basic A. Pholon 
Paint 11 Chart nut to 10 Ma wfilch gins 
coma wrih each Amiga from Satca 



Sovtwam Pack 

chaos engine 

syndicate 

pihball fantasies _ 

nick faldo's championship golf 

chaos pack: £125.86 

Gf A BASIC v3 5 • Powtrti Baic Progrimrrang. Language C5000 
PHOTON PAINT :i - Powers Gn^ha PaWhg PicIjm . £69 95 



... £25.99 

_„ £34 99 

£29 99 

£34.99 




AMIGA 4000 

SPECIFICATIONS 




VltBOH SIT! .1! -oyf WMMAhjTr 

ok ooMnoiauiOMi 



*»ff DELIVERY IK m MAINLAND 

10, 



- 

*M A4000 030EC i«i ai IBM a Ma 

ORAFHKS : 
• am 



U"OI 

au 

OMH ARCHnECTUBali 

■*» MO» -al n—i fiw-irt di num.m 
"<"-r B"^ MB or m H> 

■f>BjM> ••narwo* 
-.uraaTflwonflu 

■ Br*. '* BJ — . 

« uHBitnomoT 

POWEfl 



AMIGA 4000 



Thi imlrii Ifrffl fiTfT m ■ bMibi ii 
a *•» HAM k*i» Han Dnva vii» 
irom Slca QHaau u* bakM). « a> 
My ra*aurt and apprcwad ana 
camee Commodoral M on* yaai or- 
gid warjy RAM iraraOM at* abo 
Wi SBca Qua w cunwt 
•aJBAtaoni n tw maiaal onu can 
*c i,TvaM pnoa* 

**we SOFTWARE BeCLUOEO 
Dahiaa Patm iv AO A cm M 

WiwtfWonfi VI AAA (OBNiaUl 

aon* pom immm 
toiWo^wonn ic " QUI 
TOTAL VALUE CaM«7 



25mhz 68030ec 

DESKTOP 

BUM dC I MB Dd«Vt 

£999 

INClUOtW VAT - AMB S>M 



*ADES 



CALL FOR 



NEW.' 



C APPROVED 

Seaaj an a My wjmonaad AmtQa 

litalar Via can upgiad" Amiga AGO 

ai I ?0O a tax nan) onvae hv n»« o> 
■italmg ownara. wBJVM allaciing 
Cwnmodnra'a ofltoal on Ms 
warranty Via cAb» o«W upg-anaa 
am raoaW aarMo* lo- AMD and 
AfiOOaua OOrnpul" 
UPGRADES A REPAIRS 
1 lmimi miniaain 

• »B*na«r*<nnKiana 

• 1 000a tjpam m nno» 

■ nsr<i»vN«a 

■ rt» ca« mam . f _-. 1* : 

• '111 •r.. ■ 

■ A* «« puaneiiaaO 

call fOH a pmce usr 



(Set 



SX-1 CD J? 

EXPANSION MODULE 




ARJ1H1 



ARiOtfl Latv^Crrr. 



Wail Leawttanraal 



AW-b3?I lo WVlBtpi DIM 
AfaJWl Ua>Ba»)tBd>«Baa mil 

awbmi zboi ttm 

A Nu banh Of bamo. rua a 
aaatc noao rnvn iai >>u*aif 
fob err ou •on a aaa tan 



MOO CPU 

Mb MM 

CO QUALITY STEREO SOUND 
16 8 ULUON COLOUR PALETTE 
GAMES FROM 6EL0W £20 
PLUGS INTO A TV OR MONITOR 
PLAYS MUSIC CD* 
QUA, 



COt a*B» I Oa irio— ani 
-u BUM aBa- MM pnaang 
H BUTTON CONTROL PAD 
COMPATIBLE WITH X CDTV TITLES 
FUU SCREEN VOEOCD 
OpiKial . !■ . "MY — i . - 
No «*. am p>u Id aBICB lam da 
fa COD - ifipaiM »m rua MBBl 
Viho-CO nardad anOn'Md d> JVC 
Min^aMB. PMtpa and tan* 

CD' UNEAR COMPATIBLE 
«Y» 4BMI W moMa. pan CO- 
Haa— maa hMb— 



I FREE CO TITLES 
htCMONM CMAOscBOix 
*iua MM stoou L*at 

WBBQCOMWCrfn 



■2 



CD 

• I f REE 
CD TITLES 



NC VAT - CCD KM 



COLOUR MONITOR 

FOR ALL AM I GAS 



mom 




PHIUPS 
Mi3U.ll 
*&m Ool RkB M* CaBv Iobmi 
M M ■ ■ Imi "n>uio- ;»n 
■maj W DBDNTn -\ ',< m »* AJa 
vtrabrjt-n guai*ua9Ka(Hi 

"•l-m Sue ;-bh 

■riMMBl r.r.iriir 
Uirnur 

KtnraTB SMI 

SmtaantBin I ■ ^ I 

"MWr. '.x»«r 1 hi h».m. 



( otLimiy 

H IM MUVLAW 



TV/ MONITOR 

FOR ALL AMIOAS 




- M' Kancaa CoMna C(>w TWHoNbb 

- Ii BGi Sun SiOa Br <u aaUntn 

- tin Hal ftiiriBi CoaN 

Bl f..-. gaiii | M „. ,,. „,.;„-, 

- Qnf TMa> mtl fniVUV 
• nuBtaaiaaM ■ n. aiaiiBi 

rrryr*nna Manny 



£169 



COLOUR MONITOR 

FOR ALL AMIOAS 




MICROVITEC t*38 MONITOR 



■M BBlallal 



•■/f n:iVE4r i 

UI BUIMAflV 



£299 



CD-ROM DRIVE 

FOR A1200 



3% H HARD DRIVE 

FOR A 1200 
cntWAi onwmiYi h 



AMIGA 1200 PACKS + H » R,VE 




■ W; ■ 








J&ATION 


ISA 




cor iwaa co<bm dm o bb a t*» 
■M* i-> KMCi* >on ■ bjUi 
• roncanaBiBaiaad 

di naaaaaaaOBa 

-9 (MM CO. 

™- COB H wi—l n iiBi U ' l aiUT 

bb*bbn ■ aWauos CO. M VH> 

BBBBB_PBbB^|!Bb 1»( AIM Br w 
|W MUNAM 



£199 



• Plug-" Eitamar 3'*' Maul Dny« 
a IK. 750 and 340U» Vanaons 

• PBjQB in lo PCMCIA Port 

• AAowi Dan TnanBlar at nwoa Via 
apaad of an rrrlama* dnva 

• Can Da uaao aa Koond driva lo> 
ffoi »t.-"aja capaOfy 

■ fibi o» • poitabM Mmga un> 

• Snrtad to mancn Am*ga '200 

• FREE A&> ScBnn CIWUSATXrN 

■ Ubb oobb not a"acr Commoao-s 
Warranty 

FREE DELIVERY IN 
UK MAINLAND 




170ss 



250 



HD 



340 



£269 



£289 



£329 



FfTCC DELIVERY 
IN UK MAINLAND 

MCLUOCbI 

- A-W^IMi ■ BtaBBBJiaBTt 

- r « 



(•aaToaLan 



2a. 127LC4QQ 



*s-,2j»"-£529 



2!-3403.£699 



FflEE DELIVERY 
IN UK MAINLAND 

■""•WW • > *B-»»fl 

• lo*Ka|) ■ ■h-W^ii 

• taw halo* • Oh*0*,n*»a> 

• JM 1 * ■■>.-» r , . ■ Ti 

• vaer PBQMMU C A pjatTaalaB} 
COMPUTER COMBAT 



£349 



2ht275.£549 



2- 200--1579 



%340 3 -£749 



i /OP nl-Cl' ^*r»ir>1 
I atmi-ow itiH.aalpa 

- Ma.aa.iiiBa»«iiBjta-i 

• UCHBIIOBBlKiam 

- HB«>0<U.«aBI---HB« 

- Haul tw (MM 

■ ai«umi.nu«iMa 



*C m m aaa una >n 

►WTO^OWVt OPTHNBS 

r— a n waia i m a n — > —i-a8*wr 
~» win 

am n 0*na». i DBna i •■> 1>Ba BBnaak 

«*IMM«*a BBBB 




THE SILICA SERVICE 



Dafcaa you dtcot whan 
si buy your naw comouw. 
am aajgesT you trBni van/ 
caraftjfy about WHERE 
you buy n Conaaw ntuu « 
be IW a W nw-ai aflar 
you lax rnadB your ptnj— . 
.*ian you may tqufre aOrJaonat penpfwnUa or 
MABMorrarJpanJarK-^ Ant. *fl rre uimpany you 
buy nam oonMct you b*Vi dttait of now pnooVan'' Al 
Sfca wa anaura hat you wfl havo rearing » worry 
Bboui V*n our unnvaaM aiDBHarCB aM a«adBM.wa 
can maat our cuatjmari' ftOAWBrnanli wtn an 
iirwenaarrtrq wfWti a BBcond to norw CompNMa and 
-rfT -n-T*n*niff M—irTTr Btmiib ■ ill 
bag-" 10 Bapansnca ma *SAca SarvKa" 

• FREE OVERNIGHT DCUVTRr 

■ ■ - !u<n«jrr :><iim MM | ii .-■ ■nimunil 
IBan b i snuB diargt kvaflunMr ditwyi 

• TfCHNCM. SUPPORT HELPLINE: 

A laim ol MMMJ arptra w tl M al your uruot 

• PRICE HATCH: 

M m«n cr-wiot on i 'Sam* proaud Sima t««* 

• ESTABLISHED IB YEARS: 

W Km i orown Ina mw » »o«ran«a aaMBkl uM 



PART Of A am A YEAR COMPANY: 
Wimn.Br 300 ttlft W» j'« u«d. rtWM and profflato 

BUSINESS • EDUCATION • JO^ERHUCftT: 
VtAara Oarounll in MiUOt Tat M1-IM SMI 

smc WROQ M 

Wt dm oamontlnDon lacuna u il our norti 

THE FULL STOCK RANGE: 
AJ ol ran compuie- r»Qui'pmtnts in bjuudwj from ont 
BHOMIIlUprilBr 

FREE CATALOGUES 

VWIbtmalrtlcyw B<m nwail rtduoM pnu) onari is 
»nt tt stun on il i^at'f ind panprwn 

P4YMEW7V 

Wt itcrpl mow mitor cradfl canli cufr ctiwua or 
motiWy iffmi (APR » ■■% - ariBan dooU en inumIi 




J |J *■ — 




MAIL ORDER ZXltl^, 
081-309 1111 



1-4 TtatMwri. HaTX-ir. Road. Sdcub. Ktw. DA14 4DX 
PLUS BRANCHES AT: 
[^MryaBS tM<B>i SUamBantr 0777 791071 
D272 399719 
0245 35S51 1 



CARDIFF 



46-MS CU.VIN1, 



MUrWOM DMaWirm- ?7rt»5»Mt 

C HflV DO M OM—flCT -(WBaar, H-M IfclTJtEfd HT4M 4455 

tUUIH ub9Wbm-».bbH, 97 A^5 W HI-iTI WM 

GUILDFORD Da taWl u i m -OMraal, IrBbrMi MW 861301 

HULL OaMtftaTM-aaiwal IhlMriaDtrBBl 6417 »1B1 

IPIWCal OataTftaW-OBllaaJ, T»t4»»a^ OT aWl 

london stmnmaanfm ITHW —I 

(DfDON Datat»Ml-rj4llB»t.3340artS t71-4M I7M 

10XD0M twWttll * taMMaaM 3W QallBl at 171 ■« 1PJ 
UJW -MtMl AmcaaB Cvtt' 0582 

MANCHESTER raw^-WBjBi, WBlMSPlll ■61-677 1611 

PLTMOUTH DaWamt m ^aal. Hopj Pn o. 0752 256656 

SHEFFIELD MllrlaTtiiOMiBrtTlMMOlf W47 76J6T1 

StKUP HOb) WMl rBBTBrtayHnirJ ||1-lf7 Mil 
S0JTKAMPT0M DatwaBYM- (IBW»1 QjBtfaaBay ITP 27MM 

MWMBB aAMM-OWRart, HpjlSfltll 6712 468039 

1HIJRR0CI DWinhimi-iia*-., LUfWlCafTinj 0701 860066 



la Mu jKUAt^/t'. 14 Tta Hnn ruitmr, *a Swu UW Oil* 4DI 



PLEASE SEND ME AN AMIGA CATALOGUE 
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Potto*: 

m(Homt) 

W (Wort): 

VVtircri compulBt|i). tl any do you own? 





RECOMMENDED 



Goldilocks crept downstairs and tip-toed into the kitchen. On the table stood three 
bowls of steaming porridge. He removed the blond wig he always wore in bed and pol- 
ished his spectacles on the hem of his gingham pinafore. 'Matty Bear, you pig, I've found 
one of your dirty beard hairs in this lovely Putty Squad oat-mix.' Tetchily, he eyed the 
second bowl. 'Andy Bear, there's some horrid bits of Welsh in this helping of Kid Chaos! 
Can't you keep your filthy habits to yourself?' Goldilocks regarded the third bowl suspi- 
ciously. He picked up a spoon and scooped the tiniest dollop onto its silver rim. 
'AAmmm/ he exclaimed, 'this Ruff J N' Tumble is scrummy' and he licked the bowl clean. 
When the three bears came down to breakfast they noticed at once that someone had 
'eaten their porridge', so they decided to skip brekky and go straight to the pub, which 
happily, was crammed full of beer, nuts, tortilla chips and the finest speciality sausages! 



Alien Breed 2 



Publisher: 
Issue Reviewed: 
Memory: 
Price; 



Team 17 
December 1993 
1Mb 
£26.99 



Team 17 return to familiar territory with this, the sequel 
to the game that first established the company as one 
ol Britain's leading Amiga developers. It's more ol the 
same Gauntlet-esque bug-hunting action basically, but 
bigger, buster and blastler. Some have complained It's 
too easy, though.,, 




Brutal Sports Football 



Publisher: 
ssue Reviewed: 
Memory: 
Price: 



Millennium 
November 1993 
1Mb 
£25.99 



Banshee 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



89°/c 



Core 

July 1994 

2Mb 

£29.99 



Banshee Is a roller-coaster ride to hell, in a buzz-bird 
called Banshee. Test your trigger finger and powers ol 
concentration In a ToratToraMastic one- or two-player 
tllght of fantasy and er... blowing things to kingdom 
come. It's great fun, basically. 



Beneath a Steel Sky 



~Z * 



s 



/ 





Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Virgin Interactive 
November 1993 
1Mb 
£29.99 



93°/< 



It's been a long time since Speedball 2 set the pace in 
fantasy sports games, and while Brutal Sports Football 
doesn't quite make the Bitmap game obsolete It's a 
worthy companion piece. It's extremely violent, with 
spurts of blood flying everywhere and even the 
occaislonal decapitation. You have been warned... 



Bubba 'n' Stix 

Publisher: _ Core Design 

Issue Reviewed: January 1994 

Memory: 1Mb 

Price: £25.99 

Another platform game from Core Design? Surely not! 
We shouldn't moan, though, especially If they're as well 
designed as Bubba 'n' Sllx. Yes. It's a bit short, but It's 
beautifully programmed, the graphics have a vividness 
not often seen on the Amiga and there's a brilliant vein 
of humour running through It all. Fantastic stuff, when 
all s said and done. 



Revolution's latest has been produced in collaboration 
with comic artist Dave Gibbons, and if ever there was a 
match made In heaven, then this is ft. The result Is a 
stunning graphic adventure which might lack humour 
compared to Monkey Island — but more than compotes 
in every other department. 

Body Blows Galactic 

Publisher; 
Team 17 
Issue Reviewed: 
Memory: 
Price: 




r\f\0/ Bump ' N ' Burn 

f Qpubllsher: 



Issue Reviewed: 
Memory: 
Price: 



Grandslam 
June 1 994 
1Mb 
£25.99 



87% 



91% 



Addictive 3-D racing as this Super MarioKart-with- 
knobs-on screeches on to the Amiga. Death Race 2000 
in a chucklesome cartoon style, with amazing weapons 
to blast your way through eight levels of super-charged 
chicanery, make Bump W Burn a must for those who 
always thought that all Scalectrix lacked was a bit of 
mindless violence. 



Cannon Fodder 



December 1993 

1Mb 

£2(3.99 



Yel another sequel from Team 1 7 which does for street 
nghlln' what Alien Breed 2 does tor bug huntin'. Body 
Blows Galactic is 'the business', boasting much 

> smoother animation — the characters no longer 
move like Scott Tracy — faster action, animated 
backgrounds and enhanced sound effects. 




Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Virgin Interactive 
December 1993 
1Mb 
£29.99 



War, according to the Sensible boys, has never been so 
much fun, and we have to agree — Cannon Fodder Is 
one of the most enjoyable games we've played In 
yonks. It may look like a faiity simple run-around and 
blast affair, but there's a surprising amount of strategy 
needed rf you're to make It through to the end. 



RECOMMENDED 



0 



Ch'ship Manager Italia 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Intelek 
March 1994 
1Mb 
£17.00 



89% 



90% 



Although the main difference between this end the 
other Chimpionship Manager games Is that you get to 
take control of clubs with funny names, the reduced 
price and increased running speed earn this a 
respectable mark. Novices may have a bit of boubie 
getting to grips with it but for the rest of us It's fab. 

Elfmania 

Publisher: Renegade 

Issue Reviewed: June 1 994 

Memory: 1Mb 

Price: £25.99 

Mortal Kombal comes to the ell-kingdom and gels its 
teeth kmhed-m by a gorgeous glrty with pointy ears. 
Elfmania makes all other beat 'em-ups on the Amiga 
look pretty crappy — and the introduction of strategy is 
truly Inspired. We were completely gobsmacked, li s the 
best ever. Honestly. 



F1 

Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Heimdall 2 

Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Core Design 
April 1994 
1Mb 
£34.99 



HWmdall 2 Is without a doubt, the best of lis kind. It's 
got (ust the right balance between action, adventure 
and puzzle solving with a smattering of humour in all 
the right places. Blood, runes, ores and great dollops of 
magic will keep you on Loki's trail, in the company of a 
letching Valkyrie saucily-named Ursha. 



91% 



Domartt 
February 1994 
1Mb 
£25.99 



From the French geezers who brought you Vroom 
comes this, the official F1 licence. To be honest It's 
basically Vroom all over again but slightly faster, (as rf 
It needed lo be!) and with a superb two-player mode. 
Although not realistic enough lo satisfy a true Ft buff, 
it offers Incredible thrills and spills to the arcade lover. 




89% 



Jurassic Park 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Ocean 

October 1993 

1Mb 

£26.99 



Frontier: Elite 2 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



GameTek 
November 1993 
1Mb 
£34.99 



96% 



We've waited a long, long time for this, but It's been 
worth every minute of It. Frontier Is, quite simply, ihe 
game you bought your Amiga for. Admitted, It's not the 
most beginner friendly' game ever, and It takes a while 
10 gel lis hooks Into you, but when il does It won't let 
go for years. A must buy. L*l 



Fury of the Furries 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



90% 



Mlndscape 
January 1994 
1Mb 
£29.99 



A puzzle-platform game very similar lo Ihe lost Vikings, 
Fury of the Furries offers 100 levels of mind-bending, 
reflex- testing action as you use your three cute Tlnies In 
various pormutattons lo reach each stage's exit. Believe 
us. It's as addictive as hell. 



Genesia 

Publisher: 

Issue Reviewed: 

Memory: 

Price: 
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An Ocean him conversion wilh not a platform in sight? 
Shuiety shome mishtake? Nope — taking a pinch of 
The Chaos Engine and mixing It with a couple of 
spoonfuls of Legends Of Valour, JP turns out to be a 
game worthy ol the licence, with arcade action a-plenty. 
Deserves lo be a smash. 



James Pond 3 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Millennium 
June 1 B94 
2Mb 
£29.99 



The Ihird Pond platformer Is huge. And bloody fast. In 
Operation Starfish Pond weighs In with a leaner, 
meaner, Sean Connery of a performance lo surpass his 
cute Roger Moore In Robocod. OK, so there's bit less 
colour but bags more character and the gameplay Is 
infinitely more taxing. The ultimate Pond adventure! 



K240 

Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Gremlin 
May 1 994 
1Mb 
£29.99 



The best strategy game since Dune 2, K240 Is a bit like 
Populous with asteroids. From your base-asteroid It's 
up to you lo discover more, colonise 'em, exploit 'em, 
and defend everything you've got against aliens In a 
race lor galactic domination. Build fleets, blast aliens, 
mine stuff. The gameplay Is brilliant and we love H. 



Kid Chaos 

Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Ocean 

August 1994 

1Mb 

£25.99 



Mindscape 

January 1994 
1Mb 
£29.99 



88% 



94% 



Crazy story line, crazy game. The chaotic cave-kid from 
the cretaceous age clubs his way through Ihis 
platformer faster than a hungry T-Rex chasing a jet- 
propelled cow. More parallax than anything since 
Uonheart and more satlsfyingly violent than hitting 
banks of stinging nettles with a big stick. 



Liberation: Captive 2 



This Is a huge 'society building' game very similar to 
The Settlers. Starting off wilh a tiny tribe of people, you 
must use their various skills to build a thriving 
civilisation. It's not as easy lo get into as The Settlers, 
but offers greater rewards lor those who persevere. 





Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Mlndscape 
December 1993 
2Mb (CD32/A1200 only) 
£34.99 



Yes! Here II Is — the first CD32 game to enter 
Recommended. And deservedly so — Liberation Is a 
brilliant, atmospheric RPG with one ol Ihe sexiest Intros 
you're ever likely to see. Really shows off Common 
capabilities to the full, 




RECO 
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Mega Motion 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Black Legend 
April 1994 
S12K 
£19.99 



86% 



One of the moit rewarding end braln-teaslng games 
we've played for ages. The concept Is simple and (he 
animation tab. It reminds us a bit of Boulderdash but 
it's not derivative. Only available as part of a two-peck, 
the other game being Statu which we rate at 84% and 
hist misses Its own entry. Stonklngly good value. 



• r r.r 




Psygnosls 
January 1994 
2Mb (C032 only) 
£34.99 



Microcosm 

Publisher 
Issue Reviewed: 
Memory: 
Price: 

Okay, so basically It's little more than a bask: 30 shoot- 
em -up In the Space Harrier mould, but as far as 3D 
shoot-em -ups go It's hist about the best-looking one 

you could possibly Imagine. And It plays pretty well too, 

although the keypad doesn't halt make your thumb sore. 

All It really lacks Is variety. Ah well 

Micro Machines 



90% 




Publisher: 
Issue Reviewed: 
Memory; 
Price: 



Codemasters 
October 1993 
1Mb 
E2S.99 



89% 



No-one guessed that the Codies would beat Team 1 7 In 
the top-down racer Grand PrU but by golly they have) 
Although Micro Machines Isn't quite as groovy In one- 
player mode as Overdrive, It compensates for this by 
having the best two-player action you're every likely to 
see. It's got to be played to be believed. 




88% 




Mortal Kombat 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Virgin Interactive 
January 1 993 
1Mb 
C34.99 



89% 



Top marks to Virgin and Probe Software for coming up 
with arguably the most accurate coin-op conversion 
seen In a long time. Everything from the arcade original 
Is here • the graphics, the sound and, most Importantly, 
the gameplay ('the gore' surety? — Ed). Up until 
Eltmanla, this was the best beat-'em-up on the Amiga.. 





Mlndscape 
October 1993 
2Mb (A1200 only) 
£25.99 



Overkill 

Publisher: 
Issue Reviewed: 
Memory: 
Price: 

An Al aoo-only game which actually makes use of all the 
32 bits, Overkill Is the most Intense blaster you're ever 
likely to come across. It's basically Defender with a few 
gameplay tweaks, so for shoot-'em-up purists It's the 
equivalent of heaven. May be a bit short for some, 
though. 

Out to Lunch 

Publisher; Mlndscape 

Issue Reviewed: July 1994 

Memory: 2Mb 

Price: £29.99 



89% 



87% 




I ' ft 



90%> 90%> 
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Food glorious food — but hang on) — It's all done a 
runner! So Pierre Le Chef Is on a Cooks' Tour around 
some e«o«c locations (or... apart from Switzerland) 
to re-stock his larder. Out to Lunch Is a tasty 
platform patisserie with scrummy animations and 
sprites that take the biscuit. And that's no word of 
a pie! 




Puggsy 

Publisher: Psyflnosls 

Issue Reviewed: March 1 994 

Memory: 1 Mb 

Price: £34.99 

On the surface, Puggsy looks Ike a slow piatformer 
with not much going on, but If you spend a few minutes 
learning the game mechanics and experimenting with 
the Total Object Interaction, then you'll discover a 
beautifully animated arcade adventure with fantastic 
graphics and sound. 



Putty Squad 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



System 3 
August 1994 
2Mb 
£29.99 



Putty Squad knocks several buckets of poo out of Puny 
Thrill to 3fl levels of squlshy blue fun, which Is gmore 
squishy blue fun than you can have a-aqueexlng things 
In a policeman's trousers. Probably. Tons ol different 
enemies, sumptuous graphics and long lasting platform 
fun for all the family. 



Qwak 

Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Team 17 
November 1 993 
1Mb 
£12.99 



Qwak may be 'fust' a budget title but It's completely 
brilliant which Is why It's found a home here amongst 
the Recommended*. It's a one- or two-player Bubble 
Bobbie-style game, with the aim being simply to amass 
points on your platform-filled odyssey through the 
kingdom of cuteness. Simply marvellous. 



Ruff 'N' Tumble 



Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Renegade 
August 1 994 
1Mb 
£26.99 



The best game ever with 'N' In the title? Little Ruff has 
lost 'Is marbles and that means mega-blaster mayhem * 
platformular mode for the Hkes of you 'n' me. This game 
Is sharper than Mlchaelangelo's best pencil, and that's 
no word of ■ lie because it's right there at the sharp-end 
of the platform renaissance. Ha, ha. 



Second Samurai 

Publisher. Psygnosls 



Issue Reviewed: 

Memory: 

Price: 



December 1993 

1Mb 

£29.99 



Although perhaps looking a little too similar to the 
original First Samurai, this sequel b a far better game. 
The hero doesn't move quite a fluldly as he used to but 
he's still pretty nifty with his sword, and the tighter level 
design and less oblique puzzles make for a much more 
entertaining experience all round. 



The Settlers 



Publisher 
issue Reviewed: 
Memory: 

Price: 



Blue Byte 
December 1993 
1Mb 
£34.99 



Imagine Little Computer People cross-bred with 
Populous and you'll have a good Idea as to what The 
Settlers looks and plays like. It's your typical God gams 
(build an empire, keep your folks happy and quash any 
rivals! spruced up with some super-cute animations on 
your subjects. Very user-friendly 



RECOMMENDED 



0 



Skidmarks 

Publisher 
Issue Reviewed: 
Memory: 
Price: 



Acid Software 
January 1994 
S12K 
£25.99 



88% 9 1 % 



h" you have fond memories of Super Off-Road then 
prepare lo have them rekindled with this, a supers race 
viewed from a similar 'Isometric' perspective. ARrowo*- 
a bit of a duffer when played alone — the computer can 
are crap to say the least — It's brilliant in two-ptey— 
mode. 

Simon the Sorcerer 



Publisher: 
issue Reviewed: 
Memory: 
Price: 



AdYentureSoft 
Feoruery 1994 
1Mb 
£34.99 



Brits AoventureSoft take on the American might of 
LucasArts and Sierra wftfi this humourous graphic 
adventure. Obviously Intended to be a Monkey Island 2 
beater, it comes dose to succeeding. However the 
Interface doesn't quite surpass Lucas Arts' and trie 
puzzles are tough — but don't let that put you off. 



Soccer Kid 

Publisher: 
Issue Reviewed: 
Memory: 
Price: 
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89% 


91% 
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Stardust 

Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Blood house 
December 1 993 
1Mb 
£16.99 



An unbelievable bargain at the price. Stardust Is the 
ultimate Asteroids clone. The graphics have to be seen 
lo be believed and H piays as well — maybe even better 
— than it looks. Along with the stunning 3D sub-game 
breaking up the rock bustln' between levels, this is a 
feast you Just have to treat yourself to. 



Uridium 2 

Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Renegade 
November 1993 
1Mb 
£26.99 



The C64 classic comes lo the Amiga In style, souped-up 
beyond belief with 32-colour graphics, SO-frames-per- 
second action, multi-way scrolling, power-ups and all 
the other good things you've come to eipect from a 
90's shoot- 'em -up. It's very lough, but for die-hard 
blasting tans It's a dream come true. 



Krisalis 

September 1993 

1Mb 

£26.99 



93% 



86% 



Well, well, well. Just four months after we screamed 
that Superfrog was the best Amiga platform game ever, 
along comes Soccer Kid and we have to change our 
tune. It's nothing short of brilliant — gorgeous to look 
at, sweet on the ears, and boasting some of the slickest 
gameplay we've seen in a long time. Buy ft? 



Space Hulk 

Publisher: Electronic Arts 

Issue Reviewed; October 1993 

Memory: 1 Mb 

Price: £31.99 

At last — a conversion of a boardgame that doesn't 
simply recreate the board In DPafcit! Instead, Space 
Hulk takes all the besl bits from the original game and 
bungs in a whole load of extra computer effects lo 
create one of the most atmospheric strategic- blasters 
we've seen In ages. Completely ace. 




Wiz 'iV Liz 

Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Psygnosis 
November 1993 
1Mb 
£26.99 



Originally a Mega Drive game, this cutesy race-'n'- 
coflect-'em-up is perhaps a little loo simplistic lo be 
worth buying if you're going to be playing It alone — 
you're likely to get bored of It long before the end ever 
comes Into sight — but It's great value if you've got a 
friend who can |oln In the fun. 



91% 



90% 




Zool 2 

Publisher: 
Issue Reviewed: 
Memory: 
Price: 



Gremlin 
January 1994 

1Mb 
£26.99 



Yel another sequel wangles Its way Into these 
Recommended pages. Despite being more of the same, 
this Is far superior to the original — Zool now has much 
more character, is much better animated and Is a lot 
more enjoyable and less frustrating to control. You can 
even play as Zoox, Zool's girlfriend! 



COMPETITION 

Yes! It's the quiz of the month! If you fancy your chances of winning one of ten fab-tastic 
software prizes then you've come to the right place. Just answer the following questions... 



(1) What's the square root of 25? 

(2) What's 12 multiplied by 12? 

(3) How many seconds are there in a leap year? 

Answers on a postcard or back of a sealed envelope by August 28th to the following 
address: Recommended Compo 6, THE ONE, 30-32 Farringdon Lane, London EC1R 3AU. 
The first ten entries drawn from the hat after the closing date win! 



s 



© 



NEXT MONTH 






You might not know it. but 
you're a pretty clever cook- 
ie. We reckon so, anyway — 
otherwise, why would you be read- 
ing such a full and fruitsome maga- 
zine? Er, don't answer that. Anyway, 
we don't like just giving you infor- 
mation willy-nilly, we want you to 
work for it. Read through the fol- 
lowing questions about next 
month's issue, and carefully consid- 
er the list of answers for each one. 
Make a note of which one you feel 
most suitable, then work out your 
score from the table below. Hey — 
it's hardly a Cosmo. 'Find out if you 
are you any good at bonking -type 
survey . but it might just while away 
a few minutes. Right, imagine you're 
in your local newsie's next month, 
and you're looking at the shelf which 
normally supports The One: 

IYou spot that The One has a 
particularly sexy and mouth- 
watering array of demos this 
month One of them - an exclusive 
— is by Sensible Software, which 
was recently covered in a multi-part 
WiP. But what is it called? 
a WiiFoetus 

b Sensible World of Soccer 
c Cannon Fodder 2 

2 Gathering the last copy from 
the shelf, you prepare to 
peruse it when you notice a 
small, tear-stained child at your side. 
He looks with doleful eyes at his 
beloved magazine, and, conceding 
that you were there first, turns and 
walks slowly away, quietly sobbing. 
Do you... 

a cjM him back, wipe his eyes with 



your hankie, and offer him the mag? 
b OHer him the mag, but hold it just 
out of his reach; while sniggering 
because you're big and he's not? 
c Stab him in the back with a sharp- 
ened Opal Fruits iced-lolly stick? 

3 On the Contents page, the 
review of a particularly long- 
awaited game from Bullfrog 
Productions catches your eye. Which 
is it, though? 
a Theme Park 
b Magic Carpet 
c Populous 3 

4 You decide that this mag is 
the one for you, so you head 
for the till. The shop assistant 
is a particularly scrummy auburn- 
haired babe whom you've fancied for 
some time. Do you... 
a Hastily put it back on the shelf, for 
fear of looking a bit of a spaz? 
b Call back the small child, and tell 
the little angel that he's "forgotten 
his magazine?" 

c Turn up your collar, and stride pur- 
posefully toward her, confident that 
the streetwise image of The One is 
sufficient to sweep any sensible girl 
off her feet? 

5 Feeling like a million dollars, 
(sort of rectangular, green 
and papery), you skip home 
through the park skimming the glo- 
rious pages of your new mag. You 
spot the review of an Electronic Arts 
game, which The One recently 
WiPped. Ah, but which? 
a Road Rash 2 
b FIFA Soccer 
c Jungle Strike 



6 Arriving horrTI, you walk 
through the front door only 
to be faced by your mother, 
who sends you to tidy your room. 
You. however, want to read the bril- 
liant features and reviews and stuff 
in The One, so what do you do' 
a Stick the mag up your jumper, pre- 
tend you need the toilet, and spend 
the next hour locked in the lavvy 
under the pretence of possessing 
"Satan's bottom" 

b Give in. leave the mag downstairs, 
and vault gaily upstairs armed with 
the Hoover 

c Pretend you didn't hear, and go 
back outside mumbling something 
meaningless under your breath 

7 In last month's "Next Month', 
(ooer), we said we would 
review a certain Maxis game 
in the next Issue. Instead it turns up 
next month. But what's it called? 
a Sim Earth 2000 
b Sim Harry 2000 
c Sim City 2000 

8 Now look here, we know that 
you haven't got a clue what's 
going to be in the next issue, 
and, frankly, neither have we. But 
cast your mind forward (if you will) 
to that great day in your 
newsagent's, and focus on the cover 
itself. What do you see? 
a A really cack image of some rub- 
bish game that no other magazine 
would touch with a bargepole, 
b An utterly fantastic Exclusive! on a 
scale which you have never seen 
before in, on or around any Amiga 
games mag. 
c THE ON AIGA 
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October issue out 
28th September. It 
could make you 
better at maths. 



Dear Mr Newsie 

In order to forestall permanent hair-loss, please 
reserve me a copy of The One, every month. 

Name 

Address • 



HOW DID YOU SCORE* 

24-19 

You're great! We like you. A lot, in 
fact, because you probably know 
our magazine better than we do. 
You obviously have confidence in 
our ability to produce a fine qual- 
ity magazine, free from mistakes. I 
with the best features, reviews and 
exclusives around; and so to tell 
you that you need to buy The One 
would just be a formality. You sad. 
deluded git. 

18-11 

Hmmm. Not quite the brilliant 
mind we expected, but quite a 
good score nonetheless. Perhaps 
you don't buy the magazine every 
month, or something? In which 
case. I would like to take this 
opportunity to remind you that 
The One is undoubtedly the most 
childish Amiga games mag ever, 
and you would be silly to do with- 
out it. Thankyou 

10-5 

You total prat. I can't believe any- 
body really scored this low. What 
you need is a good dose of psy- 
choanalysis from our resident 
shrink (It's my opinion that the 
patient is suffering a severe lack of 
wit. humour and good-natured 
thigh-slapping. I prescribe a course 
of The One magazine, starting next 
month — Doc). 

Below S 

You obviously can't add up. you 
gimp. How did you manage less 
than five, when that's the lowest 
possible score? Go back and do it 
again, and then make sure you buy 
The One. 



